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++ The most complete and © 
challenging online multi- player 
experience ever. 
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REVOLUTIONARY UNIT DESIGN 


SUPERIOR ARTIFICIAL INTELLIGENCE 


FULL 3D BATTLEFIELDS 


IT'S NOW TIME TO TAKE YOUR FATE INTO YOUR OWN HANDS. SO GET INTO OUR VAST 3D WORLD: 
DESIGN, DEPLOY AND DESTROY. 


DOW/NLOAD THE SINGLE & MULTREEAYER DEMO AT 
www.eidosinteractive.com 
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Finally, a starship naval combat game 
worthy of the name 


dtar Irek 


Using data from the best-selling 
strategy board game, Star Fleet 
Battles, Starfleet Command puts 
you in the captain's chair for 
a com Oh the most amazing real-time 
Destroyer (R-BH) space combat experience 


4 Phaser 1 
2 aie ever created. 


2 Tractors 
1 Transporter 
Size Class: 4 


Dozens of 
multifunctional 
display panels offer 
instant access to 
every critical 
system. Weapons, 
Shields, Sensors, 
Transporters, 
Marines, Mines, 
Engineering, 
Science, and Energy 
Management. 


Federation 
Heavy Cruiser (F-CA) 


4 Photon Torpedoes 
2 Phaser 1s 
2 Tractors 
3 Transporter 
Size Class: 3 


Experience a ae 
30 year campaign that fakes you 
from Lieutenant Commander of a 
Frigate to a Rear Admiral in control 
of a task force including Destroyers, 
Heavy Cruisers, and Dreadnoughts. 


Every good tactician knows 
there's a fine balance between 
speed and raw power. Choose from 
four classes of ships and over 50 3-D 
rendered hull designs. 
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STAR TREK®: Starfleet Command™ Software ©1999 Interplay Productions. All Rights Reserved. ™, ® & © 1999 Paramount 

Pictures. All Rights Reserved. Portions ©1979-1999 Amarillo Design Bureau. All Rights Reserved. Portions © Quicksilver 

Software, Inc. All Rights Reserved. Some elements based upon the board games created by Amarillo Design Bureau. Star Trek is 

a registered trademark of Paramount Pictures and Starfleet Command and related marks are trademarks of Paramount Pictures. 

All Rights Reserved. Interplay, the Interplay logo, “By Gamers. For Gamers.", 14° East and the 14° East logo are trademarks of 

Interplay Productions. Quicksilver Software and the Quicksilver Software logo are trademarks of Quicksilver Software, Inc. Exclusively 
licensed and distributed by Interplay Productions. All other trademarks and copyrights are the property of their respective owners. 


All shots are actual gameplay screens. 
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pets . Command over 50 unique campaign 
missions generated by the Dynaverse 
engine, or reenact classic scenarios 

from the original series. 
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Klingon Command 
Cruiser (K-D7C) 


4 Disruptors 
3 Phaser 1s 
6 Phaser 2s 
3 Tractors 
6 Transporter 
Size Class: 3 


| j ) Pledge 


allegiance in the 
Klingon Empire, the 
United Federation of 
Planets, the Romulan 
Star Empire, the Hydran 
Kingdoms, or the Lyran 
Star Empire. 


) Multiple tutorials and 
technicals will introduce the 


controls necessary for you to 
take command. 


A) Numerous multi-player options 
include 'Pass the Tribble’ and 
cooperative Starbase Assault with up 
to 6 players. Or go head-to-head via 


modem or serial cable. 


www. interplay.com/sfc 
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Starcraft and Brood War are trademarks and Blizzard Entertainment is a registered trademark of Davidson and Associates, inc. © 1998 Blizzard Entertainment. All Rights Reserved. 
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Call in Valkyries, Devourers, Dark Archons 
and more as you devise unique 
_ strategies to unleash the power of six 


“all-new combat units. | Tee 
nn ere YL 
Experience more explosive strategic oe, “A a 
combat in 26 all-new scenarios set SAC se 
within three epic campaigns. aw He = 
4 fod sa 
Launch intense multiplayer battles : | a = 
against up to eight human or computer x SR =) . 
opponents in over 100 all-new oe : 


multiplayer maps. 
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Episode |: The Phantom Menace & Racer 
Mech Warrior 3 


Half-Life: Team Fortress 2 
Star Trek: Starfleet Command 
System Shock 2 

MiG Alley 
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Upfront 
Over the Net 
Command Post 


Road to Nowhere 
The Hangar 
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Spinning the Storm 


H OOK 
Cutthroats 
Majesty: Sovereign of Ardania 
F-22 Lightning 3 
Clans 
Force 21 
Legacy of Kain - Soul Reaver 
Rival Realms 
Pharaoh 
Hidden & Dangerous 
Silent Hunter II 
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The Operational Art of War Vol. II: 1955-2000 


Flight Unlimited |II 
Warhammer 40K: The Rites of War 
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STAR TREK: STARFLEET CONMIAE 
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FX Racing Wheel 

Xitel Storm Platinum 

Wingman Gamepad 
Andretti Racing WheelJet Leader USB 
Jet Leader USB 
Fighter Pro II 
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88 Strategy 
SimCity 3000 


Turok 2: Seeds of Evil 
Oddworld: Abe's Exoddus 
Dark Vengeance 

Global Domination 
Thunder Brigade 

Test Drive 5 

Snowmobile Racing 


98 Simulations 
— Commander 
Pro Pilot 99 
Top Gun Hornet's Nest 
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Half Life Uplink 


\DEMOS\HALFLIFE\HLUPLINK.EXE 


King's Quest: Mask of Eternity 
Turok 2: Seeds of Evil 


\DEMOS\KQMOE\SETUP.EXE 


\DEMOS\TUROK2\SETUP.EXE 


Imperialism II: Age of Exploration 


\DEMOS\IMP2\SETUP.EXE 


Redline - Multiplayer 


\DEMOS\REDLINEM\REDLINE.EXE 


Redline - Single Player \DEMOS\REDLINES\REDSING.EXE 
Deer Hunter 2 \DEMOS\DEER2\SETUP.EXE 
Rollcage \DEMOS\ROLLCAGE\SETUP.EXE 
RollerCoaster Tycoon \DEMOS\ROLLERTY\RCT-EDL.EXE 
Field & Stream Trophy Buck \DEMOS\TROPHY\TBUCKDEM.EXE 
Machines \DEMOS\MACHINES\SETUP.EXE 
Pro Pilot '99 \DEMOS\PP99\SETUP.EXE 


Commandos: Beyond the Call of Duty qaqa, 


Warzone 2100 Multiplayer 


Elite Air Hockey : 


Pro Bodyboarding 
TOCA 2: Touring Cars 


Extreme Trial Motocross 
DirectX 6.0 


\DEMOS\COMMANDO\BTCOD.EXE 


\DEMOS\WZ2100\MWZ2100.EXE 
\DEMOS\HOCKEY\AIRHOCKEYDEMO.EXE 


\DEMOS\PROBODY\MSPBTECH.EXE 


\DEMOS\TOCA2\TOCA2DEMO.EXE 


\DEMOS\XTM\XTMDEMO.EXE 
BY DIRECTX6\DXGENG.EXE 
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[Computer Games Online] | 


"GR eam RL LRA TRA 
PAGE(S) ADVERTISER WEB SITE ADDRESS 


220-21, 34-35, Activision == www.activision.com _ 
10-11 ___ Blizzard www.blizzard.com 
——— Bungie www.bungie.com 
“a Capcom WWww.capcom.com 
18-19 Cavedog www.cavedog.com 
ie I eet on ae bea es : 100-103 ~—_—— Chips & Bits www.cdmag.com/chips 
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http://www.cdmag.com/articles/018/026/franco_interview.htm! http://www.cdmag.com/articles/018/021/wargame_feature.htm| 


NEWS 


87 ____ Digital Addiction ~www.digitaladdiction.com 


6-7, 30-31, 105-107 Eidos www.eidos.com 


Corporate finances, computer game stocks, best-selling software, 
industry happenings, crises and new releases! 45,46-47 ‘Fox Interactive ~~ www.foxinteractive.com 


FEATU RES a G.0.D, www.godgames.com 


System Shock 2, Hidden & Dangerous, Silent Hunter Il, Shadow 2-5 GT Interactive wwwagtinteractive.com 

Company, using Steel Panthers Ill to test the US Army's battleplan 

REVIEWS 14-15,37-39,81 Hasbro = www.microprose.com 
7, . 4 

Heroes of Might & Magic III, South Park, Turok 2, Storm Platinum, 

Wingman Gamepad, Cybermercs it Interactive Magic www.imagicgames.com 

FORUMS & CHAT 8-9, 26-27,65,79 InterPlay- www.interplay.com 

3D cards, 3D audio, Freelancer, Starlancer, Asheron's Call, 91,93 — oe 

EverQuest, C&C 2, Age of Empires II, Baldur's Gate 7 

TI PS 108 Microsoft Wwww.microsoft.com/games 
33,59 _ Mindscape _ www.ssionline.com 


Mask of Eternity, Close Combat III, Quest for Glory V, Thief, Alpha Centauri 


CONTESTS 77 Novalogic = www.novalogic.com _ a. 


29 Sierra www.sierra.com 
Hardware, software, game stuff and much, much more! . = a 
Look for some hot 3D graphics hardware giveaways! 

4] __ Strategy First www.strategyfirst.com 

i Talonsoft www.talonsoft.com 


www.cdmag.com : 
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The web’s best computer game coverage... every day. 


_ "Smarter, better- 
designed, and a 
true sequel, in 
every sense." 


tools give 


"Does a 
the game Yedda (0) 6, 
the endur- than any 
ance it other RTS 
so richly on the 
deserves." § market." 
"Myth II is "Another 
a textbook great game... 
example of how easily a must- 
to make a ; ) oe buy for the 
great game. an Myth fan." 


"Myth il is about as good as a 
computer game can possibly he: 


To get Myth II: Soulblighter head to your nearest reseller, call TiGIN ez : 
1-800-295-0060, or visit us online at www.bungie.com. : 
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“...a sure fire recipe for chaos and mayhem that no sane 
player would want to miss.” 


—Computer Games Strategy Plus 


“,..a fantasy tag team match on a global scale. It’s 
melodrama, it’s excitement, it works,” 


—Computer Gaming World 


“... lotal Annihilation: Kingdoms is completely 


unbelievable. Everything in the game moves with a grace 
and realism that is stunning.” 


—Imagine Games Network 


“,.. fit to sit on the throne of RTS gaming.” 


—Gamers Republic 


“Never have we seen a game that goes to such great 
lengths to create an innovative, engrossing, story driven 
RTS of this magnitude ... we could be looking at 
something amazing...” 


—Gamefan 


Varer cerercerviee 


JOMS 


f we _AL 
i 


cAveda 5 
ENTEFTAIN He UT 
A GT Interactive Company 
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ONLINE GAMING 


www.cavedog.com 


©1999 Humongous Entertainment, Inc. All Rights Reserved. Total Annilhilation and Total Annihilation: Kingdoms are trademarks of Humongous Enterta t, Inc. Cavedog Entertainment and the Cavedog Entertainment logo are registered trademarks 
of Humongous Entertainment, Inc. Created and published by Cavedog Entertainment, a division of Hu umongous En tertain nme ay nc. Distribu ted by GT In teract ive Software Corporation. 
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OPTIONS 


Population 
160,990 


1075 AD 
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COMMAND, DEFEND, AND CONQUER 
Command powerful armies and make every social, economic 


COLONIZE THE PLANET AND BEYOND ne 
Retrace the steps of mankind across the globe. Build orbital 
and political decision. Deploy over 65 beautifully-detailed units, 7000 space colonies and add speed to your arsenal. Discover and harvest 


years worth of weaponry, and over 100 technological advances. vast) oceanic resources to grow immense underwater empires. . 


Civilization: Call To Power © 1999 Activision, inc. Activision is a registered trademark and Call To Power is a trademark of Activisios Ine. CIVILAZATION computer games © 7991-1998 Hasbro interactive and MictoPrase, Inc, MACROPROSE and CIVILIZATION are US. 


registered trademarks and HASBRO INTERACTIVE, the HASBRO INTERACTIVE loga, and related marks are trademarks of Hasbro of ith affitiates. MicroProse is'@ subsidiary of Hasbro or its affiliates. This product is made and sold under license from MicroPrase 
Alt rights reserved. Alt other trademarks and trade names are the property of their respective owners, 


ACTIVISION. 


2300 A.D. 
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Game Series of. All Time. 


sO 


CALL TO POWER ADVANCEMENTS | | : 
All-new strategies, including unconventional warfare ~- More units, buildings, Wonders and technologies - Vast new realms: Space and Sea 
Ee Fully-animating, hi-res, 16-bit graphics ° Breakthrough time-saving interface - Enhanced diplomatic and trade options 
Scenario Builder ~- Internet and LAN Multiplayer - 


All-new Wonders of the World in stunning cinematics 


IN STORES NOW. 
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Bug-free gaming 


Lots of causes, few solutions by Steve Bauman 


f you locked 10 antagonistic gamers in a 

room—with gaming interests ranging from 

3D action to flight simulations—and 
stocked it to the rim with Mountain Dew and 
Tostitos, there’s one topic they could agree 
about: Games are buggy. Too buggy. 

“Well duh,” you say. This isn’t exactly an 
Earth-shattering comment, but based on the 
feedback we receive from readers, program 
bugs, those nasty little things that make certain 
features fail to work or force you into the three- 
fingered salute (that’s CTRL-ALT-DEL, not some 
obscure, obscene gesture) is the topic that 
draws the most ire. And with good reason— 
when you pay money for something, you actu- 
ally expect it to function as advertised. 

True bug-free games are virtually an impos- 
sible dream to realize. You've heard the rea- 
sons repeated over-and-over again like a 
mantra: “Games are too complex, PCs too 
weird, DirectX and Windows are too buggy, 
hardware drivers are too flaky, yadda yadda 
yadda.” Due to the infinite number of potential 
configurations of PCs, incompatibility issues are 
inevitable, and patches that are issued to deal 
with these types of issues are acceptable (espe- 
cially if you don’t own the particular piece of 
hardware the game doesn’t work with). 

But games should never have the sort of 
game-stopping bugs that have afflicted prod- 
ucts from Sin to Falcon 4.0. You should be able 
to complete all of the levels and utilize all 
included features. If you’re going to market 
your game as multiplayer-enabled, it should 
actually function as advertised (if you think 
we're talking about games like Unreal, Shogo 
and Blood 2, you're be right). 

When a buggy game is released, everyone 
tends to play the blame game. Developers 
blame greedy publishers for rushing releases to 
meet fiscal quarters or make certain high-traffic 
shopping seasons, and publishers point the fin- 
ger at developers for having poor time man- 
agement skills and/or not working hard 
enough. From the perspective of the gamer, it’s 
completely irrelevant who’s at fault—a bug is a 
bug, regardless who’s ultimately responsible 
for its existence. 

To figure out what we can do about this 
problem, we need to consider the causes. Many 
buggy projects seem to lack clear design goals 
and vision. The designs are cobbled together 
from other ones, or new ideas are haphazardly 
appended to existing ones. Employee turnover 
causes the old “too many cooks spoil the broth” 
syndrome, and the resulting concoction can 
turn out to be a bug-filled mess. 

But most importantly, games should not be 
rushed and developers shouldn't be forced to 
work absurd hours. Most of the more popular 
games of the year (StarCraft, Half-Life, Baldur's 
Gate) were delayed for months, and the extra 
work showed. As for the burden developers 
face, we often hear talk of them putting in 16 


COMPUTER GAMES 


hour days in crunch time, but if that’s really 
necessary, someone screwed up in the old 
“time budget” department. Few people are 
productive for that many hours a day, and you 
have to wonder if bugs start occurring during 
that 12-16 hour daily window. 

Designers need to be more arrogant and 
less democratic when it comes to trying to 
please everyone. While suggestions should be 
considered when a design is being started, 
implementing suggestions during a product's 
development breeds “feature-creep,” which 
should be avoided whenever possible. Each 
additional feature, especially those added later 
in a product’s development cycle, stand a 
chance of at best being poorly implemented 
and at worst being bug-riddled. 

One proposed solution to buggy initial 
releases is the “public beta,” also known as the 
“tech” or “test” release. Basically, the company 
releases an early version of some portion of the 
game and based on feedback received from 
gamers will eradicate problems before they 
have a chance to appear in the boxed version 
of the game. Seems reasonable, correct? 
Unfortunately, this is no guarantee. Consider 
Half-Life and Sin. The former had no demo 
before the game's release and featured few sig- 
nificant bugs. The latter had a “public beta 
demo” (or other such nonsense) and the final 
version featured serious gameplay bugs, one of 
which was severe enough to keep the game 
from being completed. A 20MB patch was 
made available, but it invalidated saved games. 
In the case of Half-Life, it was delayed enough 
to polish it to near-perfection, and Sin... well, 
depending on who you talk to, it was rushed 
by its publisher (Activision) to beat Half-Life to 
market, or the developer dragged their heels 
completing it (it too was delayed nearly a year). 

Ultimately, the situation is complex. The 
games we've singled out in this editorial aren't 
the only ones with problems or that turned out 
successful—for every story of a bug-riddled pro- 
ject, you can find one where the team managed 
to overcome the same dilemmas. The solution 
that seems to work best remains time, as in 
“spend enough in order to actually finish the 
damn game.” More accurately, people need to 
manage the time better, and focus their effort 
on clearly delineated goals. It’s obviously easier 
said than done, but unless the industry manages 
to overcome its bug problem, consumers may 
eventually direct their anger where it hurts the 
most—at the wallets of the publishers. = 
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rgest eljue im iaa)| me), South Vormis. You ead in the central 
quarter before tHe legendary ite Rocs’ Cafe. THe Duke 
HAS declared A state of martial law until tHe brigands 
thet Have been terrorizing His lands are defeated. | 
Great ricHes and fame await the Heroes that 
succeed, and their names sHall be 

sung by troubadours 
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2 Adventure and Glory 
Await you in tHis Radical 
_New Online Role-playing Game. 


~@ Over 200 Race/ Class combinations 


e Scores of SHOps with thousands of Items 
; ay oe _@ See what your character sees in A 3D world — 
if # Hundreds of magic spells that you can alter to _ 
eee suit wae | needs 


way cubicsofevencide.com 
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Awards for The Operational Art of War™ Vol. 1 1939-1955 
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“This game is 
as good as it gets 


— Online Gaming Review 
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(for The Operational Art of War™ Vol. 1: 1939-1955) 


The Sequel to 1998 WAR GAME OF THE YEAR! - 


: Call (410) 933-9191 or visit our web site at 
WATAWAC le) acre imereyan : 


©Copyright 1998, 1999 TalonSoft Inc., P.O. Box 43730, White Marsh, MD 21236 TALON 
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Character creation is just the beginning - throughout the 
game your Character.adapts to fit your own personal 
gaming style. 
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Encounter inventory items,with»personalities. Manage an 
unpredictable party of thesStrangest allies to walk the 
faces of alternate planes. 
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The Planescape universe is a setting rat NEVER 
experienced before, filled with sharp-edged vistals; 
bizarre adversaries, and| Strange magics. 


You can regenerate, speak with the dead, and have 
magical immunities. You’re a power to be RECKONED 
with. Unfortunately, so is everyone’ else) 


wwWw.plamescape-tormemticom 


Send in the lawyers 


Legal advances may threaten online quality by André Vrignaud 
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Zombie’s SpecOps is one of the first titles to use RTime’s licensed technology... who’s next? 


oO... any of you ever noticed lately that the 

‘Net is slowly becoming more and more 

commercialized and regimented? Not 
sure? Well, think back to the early days when 
the web was basically a series of personal 
home pages all interlinking, with a couple of 
indexing directories such as Yahoo. As time’s 
gone by and the web’s population has grown, 
all sorts of corporations have begun to look at 
the ‘Net with an eye to making money. Some 
have tried to move existing retail businesses to 
the web, while others have attempted to create 
new niches and stake out the high ground. In 
all cases, these companies have used every 
weapon possible to defend their turf, including 
filing patents on anything and everything that 
could one day be considered a competitive 
advantage. This patenting trend has now finally 
found its way to the games industry, and | must 
admit | have my reservations. 

One of the reasons I've been thinking about 
this lately is a patent that was recently granted 
to RTime, Inc. which covers an online game 
networking system. In particular, it details a 
system created to deal with the inherent band- 
width and latency limitations of the ‘Net. A key 
element of this technology is that it attempts 
to be intelligent about what data needs to be 
sent, and when, allowing an online title to “pro- 
tect” game clients from being overwhelmed 
with unnecessary data. Column length limits 
the amount of detail | can go into on the 
patent here, but feel free to read the gory 
details at http://www.patents.ibm.com/ 
details?>n=US05841980__ &language=en. 

| had a chance to speak with RTime’s CEO 
Chip Overstreet about the patent and compa- 
ny, and found out some interesting things. The 
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first thing that struck me was that the company 
has an extremely deep background in large- 
scale, real-time networking code development. 
Before starting the company in 1993, RTime 
employees worked on the networking engine 
for the government SIMNET project, which is 
used to train soldiers on a virtual battlefield. 


The patent itself details quite a few clever tech- 
niques to solve some of the earlier ‘Net limita- 
tions—sort of a compilation of tricks. That said, 
one of the initial concerns | had was that some 
of the techniques or tricks the patent details 
might be interpreted rather broadly, and then 
used to claim that existing online networks 
such as TEN, Mplayer, and HEAT were infring- 
ing upon RTime’s technology. 

Luckily, it seems as though RTime has no 
interests in pursuing this route. “| have not 
spent any time or energy on this issue,” says 
Overstreet, “and have no intentions of doing 
so. We compete in the market based on the 
strengths of our networking engine. That's 
where we're focused today, and it's where we'll 
continue to focus.” 

This is all well and fine, and RTime is to be 
commended for this attitude. However, | still 
fear what might happen as time passes. Let's 
assume that RTime as it stands now doesn’t 
attempt to leverage its patent. In this case, my 
concern is simply that at some point, it’s very 
likely online gaming companies will uninten- 
tionally infringe on patented techniques 
(through patents held by either RTime, or by 
other companies) during their normal R&D 
process. The original charm of the ‘Net was that 
it was build upon open standards. Anyone with 
some very basic resources could publish on the 
web, and didn’t need to go through some sort 
of approval process. As the ‘Net has become 
more commercialized, and as business models 


Early rumors on the ‘Net were that this patent 
granted RTime a virtual monopoly on Internet 


gaming, and that anybody who wanted to release a 
multiplayer title would have to speak to RTime. 


That experience naturally extended into devel- 
oping networking solutions for games. 

To date, several companies have licensed 
the technology, including Panasonic/Ripcord 
(Zombie's SpecOps), and Acclaim Entertainment 
(Iguana’s Turok 2). According to Overstreet, the 
companies licensed the technology because 
they wanted to focus more on high-level multi- 
player game design than on low-level network 
implementation. “The key thing you get with 
RTime-enabled games,” he says, “is high-quality 
Internet play. When Zombie released SpecOps, 
they didn’t ask gamers to wait 6-9 months for 
patches before it would work.” 

Early rumors on the ‘Net were that this 
patent granted RTime a virtual monopoly on 
Internet gaming, and that anybody who want- 
ed to release a multiplayer title would have to 
speak to RTime. This, at least, is absolutely false. 


and technologies become patented as valuable 
corporate assets, | fear that innovative research 
and the technologies that come from that 
research, will slowly decline. After all, at some 
point, it becomes pretty obvious that there’s 
pretty much one best way to do something, be 
it sharpen a knife or paint a wall. What happens 
when one company owns that best way as 
regards to a facet of game-networking technol- 
ogy? Are game companies forced to negotiate 
in order to be able to use the technology? Or 
do they simply deliver a lesser implementation, 
in the “well, it works... sort of” vein? 

The short answer is that | just don’t know... 
but I’m very wary. And | suspect some of the 
online networks are, too. What about you? 
Where do you see this all going? 

Write to us at overthenet@cdmag.com and let 
us know what you think! 
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Whither goest wargaming? 


Part Il: The roaring mice revisited by Scott Udell 


ast month | covered the state of computer 

wargaming’s “big names,” or at least the 

names that might be better recognized by 
the mass of gamers. This month | want to visit 
what | call the “roaring mice” (see the 
Command Posts in Issues 83 and 85 for the 
genesis of this term) of the computer wargame 
publishing community. You'd be surprised at 
the number of “little guys” I've got to cover, so 
I'll dive right in. 

You almost can’t class HPS as a “mouse” any 
more—badger is more like it. HPS’ Greg Smith 
says that “...things are really cranking along at 
HPS.” Point of Attack 2, the Windows 95/98 fol- 


Ron Dockal at Schwerpunkt says that, in 
addition to the next War in the East game 
Smolensk to Moscow (which should be out when 
you read this), they are working on three 
games: a new War in the East game covering the 
Northern Front (“An expanded Leningrad game 
with the new user interface and features); a 
game covering North Africa, and something he 
calls “a role-playing wargame”; one will be cho- 
sen for release this year, and whichever it is, it 
will be a Windows 95 native title. 

David Erickson from Art of War Publishing 
outlined plans for three or four games for '99. 
The first will be the final games of the Dragoon 


In addition to the established publishers, 


several new groups (or new to publishing) 
are working on titles for ’99. 


low-on to their modern tactical wargame, is still 
the big push (especially as a version of this is 
being worked on for the Air Force), but they've 
got a number of other games in the works. 
Martin Scholz, who did SSI’s Clash of Steel, is 
working on a conversion of the boardgame 
Last Battles 45 that may release this Fall. 
Defending the Reich (a wargame about night- 
fighters) may make this year, but that’s less cer- 
tain. A project still “in the early stages” is an 
online version of Tigers on the Prowl 2. Smith 
says he’s “made the break to ‘game designer” 
and is collaborating on an operational-level 
game that could come out this summer, but 
he’s sharing no details yet; he says they've also 
signed someone to do a tactical-scale Civil War 
game (“Rebels on the Prowl?” he quips). 


series, and will cover Leuthen and Torgau (a 
scenario editor will also be released). The next 
game is Guts and Glory: The Battle for Sicily, 
1943, an operational-level game at two miles 
per hex, battalion-sized units, and one day 
turns. He says the Allied player can chose 
where to land on the island. Lastly, Combat 
Command 2 should make its appearance; it'll 
cover company-sized actions on the West Front 
and will sport /2 km hexes, four hour turns, and 
scenarios up to seven days long (battles may 
include Crete, Salerno, and the Bulge). 

Owen Gwynne, head of ...by Design, Inc., 
the Mac wargame publisher, says that they 
have plans to release “a couple of wargames 
this year” but is keeping details on them under 
wraps. Strategy First, publishers of Man of War, 


[from left to right] HPS hasn’t passed on any main-game screenshots yet, but this menu lists some things that should make grognards salivate; : 


should have released Man of War II by the time 
you read this. Tim Brooks and his ISI (not the 
Same one mentioned above) are the one dim 
point in this column. ISI designed the empire- 
published game 107: The 101st Airborne in 
Normandy, a game with quite a cult following 
but apparently weak sales. The planned Bulge 
follow-on has, at this time, been scrapped for 
want of a publisher, and aside from support for 
101, ISI will be closing its doors. 

In addition to the established publishers, 
several new groups (or new to publishing) are 
working on titles for ‘99. Charles Moylan split 
from Avalon Hill just before that company was 
brought by Hasbro. Moylan and his company, 
Big Time Software (known for their wargames 
of air combat) took what had been Computer 
Squad Leader, renamed it Combat Mission, and 
have been working on it since. Steve Magestro, 
the designer of QQP’s The Pure Wargame, has 
formed his own design/publishing company, 
Rebel Interactive, and is working on Pacific 
Battles, which he says should be out this sum- 
mer (other titles are in the works for 2000). 
Another newcomer is Eden-Soft (www.eden- 
soft.com). Lead by Nicholas Brooks, their first 
product is going to be the operational-scale 
Red Thunder, the first in their Victory in the East 
series, and will involve recognized wargame 
talent (including Jeff Lapkoff and Dennis 
Bishop from Incredible Simulations). Last of all, 
ProSIM (www.cchono.com/~pproctor/) presi- 
dent Patrick Proctor tells me that he is working 
on a successor to his modern wargame BCT: 
Brigade Combat Team. The follow-on, which will 
be called Armored Task Force, will be a fully 
Windows 95/98 compliant game running under 
DirectX, which will let him solve some technical 
problems that exist in BCT. @ 


Schwerpunkt’s Smolensk to Moscow should be available by the time you read this; Brigade Combat Team (pictured), a wargame set in the present, 
should be seeing a son in the form of Armored Task Force; Man of War II: Real-time ship-to-ship combat, it can actually be called either a wargame 
(especially when you're controlling a fleet or squadron) or a simulation (for when you're captaining a single vessel) 7 7 
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“THE GIANT ROBOT CRAZE IS ABOUT TO 
STRIKE AGAIN . . . ACTIVISION HAS 
LISTENED AND DELIVERED.” 


—PC GAMER 


“ACTIVISION’S HEAVY GEAR 2 PROMISES 
TO SURPASS THEIR PREVIOUS HIT, 
MECHWARRIOR 2. . . THIS GAME LOOKS 
LIKE IT’S GOING TO BE ONE OF THE 


GAMES TO HAVE FOR 1999.” 
—SHOCKED.NET 


HARSHER From outer seace ro swamp zones. 


ee 
FINAL PRODUCT WILL BE LIKE, HEAVY 
GEAR 2 WILL STOMP THE COMPETITION 


WITH ITS SUPER-CHARGED GAMEPLAY 
AND CUTTING-EDGE GRAPHICS.” 


—ADRENALINE VAULT 


“HEAVY GEAR II LOOKS TO BE THE 
NEXT BIG LEAP FORWARD IN THE 


MECHANIZED-COMBAT GENRE.”’ 
—PC GAMES 


FASTE COMBAT ACTION WITH ACTIVISION’S 
ALL-NEW DARK SIDE ENGINE. 


“HEAVY GEAR Il. . .(IS) PUSHING 
THE TECHNICAL STATE OF THE ART.” 


—COMPUTER GAMING WORLD 


“ALL ACTION AND SIM FANS SHOULD 
RUN OUT AND GET THIS SOON-TO-BE 
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At what price 3D? 


Do technology upgrades downgrade us? by Cindy Yans 


et’s talk about adventure games. This 

seems like a good time and place, since 

there are no adventure reviews in this 
issue. | have commented both in print, conver- 
sation, and sometimes in haiku about the 
decline of the traditional adventure. Oh sure, 
some folks are still making them, and we have 
both here and online brought you previews of 
games such as The Longest Journey, Reah, Liath 
and The Next Neverending Story. Most of these 
have small European developers and are really 
quite beautiful, but... But what? We’ve gotten 
mail recently—even one from Norway’s 
Funcom, which is bringing us The Longest 
Journey—accusing us...accusing me of not car- 
ing about these games; of not recognizing their 
potential worth. After several of these accusa- 


The Last Express—a masterpiece, but 
esoteric by today’s standards 


Funcom’s The Longest Journey—stunning 
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tions, | took three step backward 
and cast “waxing introspective” on 
myself. It worked, and | found that, 
Surprisingly enough, my own tastes 
in adventure gaming have been 
blindly following the marketing 
trends. 3D, 3D, 3D. Action- 
Adventure! Run through the land- 
scape shooting things! Oh, a puz- 
zle? OK, fine. Now let’s run some 
more. Since we’re seeing more and 
more of these hybrid action-adven- 
tures, it’s obvious that I’m not alone. 
But what about “the old school” of 
adventure? Has it really lost its fol- oe 
lowing? Here is an excerpt from a The 
letter | received from one of our 
readers who hopes not. 

“| may as well admit my biases up 
front...| suffer motion sickness from most first 
person games (dating back to Ultima 
Underworld), and quite a few third person 3D 
games as well—the demos of Thief and King’s 
Quest VIII made me queasy, and! couldn't even 
get into the opening dungeon cavern of Lands of 
Lore 2 and had to give the game away. When you 
combine this with my appalling lack of hand-eye 
coordination (as proven by vocational test batter- 
ies in high school, which told me | could never 
hope to be an egg candler or hand resistor 
winder), you'll understand that “action-oriented” 
or “real-time” is not a big draw for me... To com- 
plete the list of irreconcilable differences between 
me and the current trends in game development, 
| lack the apparently testosterone-fueled attrac- 
tion to colored lighting and well-rendered explo- 
sions, and the appeal of 3D polygon graphics is 
lost on me: | don’t think that awkward and blocky 
is any great improvement over pixelated—it’s just 
a more modern defect... Until 3D reaches a state 


ar anal? 7 QoS Ld or: oe set caer, is 


Next Neverending Story—storyline has always 
been at the center of adventure...until now? 


where it’s capable of dealing with the organic 
world (when you can show me an in-game char- 
acter with a hand with articulated fingers rather 
than a club attached to a stick arm), give me a 
nicely detailed and animated sprite any day. As if 
that weren't enough to rant about, as an aging 
baby boomer raised on Warner Bros. cartoons, | 
have no roots in console gaming or anime, so 
they don’t even hold the charm of nostalgia. 
Without that connection, | don’t find that the 
admitted graphics and design innovation of 
anime in its static form translates well to cartoon 
or computer game—all that’s left is a pile of man- 
nerisms: big heads, big eyes, surreal hair (well, OK, 
surreal outside of CNN), frightful Disney-on-acid 
mascots, and don’t even get me started on the 
“giant weapons” thing—a cocktail of saccharine 
and violence that comes off as inappropriate and 
uninvolving for me as Strawberry Shortcake” vs. 
the Mafi...” -S. Fleischauer 

Well said. Extremely well said. The thing 
that leaps out of that excerpt and hits me 
most squarely in the face is, “King’s Quest VIII 
made me queasy.” A King’s Quest game made 
someone queasy? Talk about a reality check. 
Most people perceive King’s Quest as the 
graphic adventure series that started every- 
thing. At this writing, it has been only a few 
days since the original Sierra Online site was 
shut down—the end of an era perhaps. | 
remember the days spent with Graham, 
Valanice, and Rosella. | remember waterfalls 
and unicorns and a little feathered cap. Before 
this nostalgia nauseates you any further, cast 
“wax introspective” on yourself. Are the newer 
games dragging you away from storyline and 
puzzledom and into a state of techno-wor- 
shipping, framerate mongering geekdom? I’m 
afraid they are me, and with that in mind, | am 
a bit abashed that anyone has perceived that | 
give short shrift to the upcoming games that 
cling to adventuring’s traditional roots. Myst 
clones for breakfast, anyone? Simon the 
Sorcerer IV for dinner? Bring ‘em on. @ 


10 matter how you look at them by Ben Chiu 
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MicroProse’s European Air War's newsreel 
videos are more than fluff to many sim player 


Imost overwhelmingly, people play sim- 

ulations because of their entertainment 

value. The fact that one actually learns 
something in the process of having fun is 
incidental and is usually never given much 
thought. With all of the (often heated) discus- 
sions about flight models, physical modeling, 
damage models, campaign types, graphics, 
frame rates, Al, multiplayer options, etc., one 
aspect of today’s simulations that tends to be 
overlooked is a product’s educational value. 
Although other computer gaming genres 
offer some of the same “redeeming qualities,” 
simulations seem to offer/require the great- 


nor application of what's 
been learned is required. 
Rudimentary arcade games, 
and to some extent adven- 
ture games can be completed deeratiy Fives Dan 
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actions. The third level, appli- 194 oe 


cation, is when one develops 
the skills needed to apply 
what's been learned. The 
highest level of learning is 
known as correlation. 
Correlation occurs when one 
is able to associate an ele- 
ment learned from other areas of learning. 
Clearly the best games in all genres touch 
all levels of learning, but simulations and his- 
torical strategy games seem to occupy the 
highest level of learning as a matter of 
course. Furthermore, simulations arguably 
require the greatest correlation skills. It’s 


Video ' 
Ge EERE | 


(49 


There’s little doubt that the newsreel style videos 
that recount history and the video interviews pro- 
vide insights that enhance the simulation, but 
their value goes beyond the simulation itself for 


many of us as well. 


est scope and depth of knowledge of the 
bunch. So grouping simulations as edutain- 
ment might not be as big a stretch as one 
first might think. 

The learning process encompasses several 
types of learning; verbal, conceptual, percep- 
tual, motor, problem solving, and emotional. 
All adventure, arcade, strategy, and sports 
games stimulate each of these learning types 
to some extent—technically you're learning 
things as you play. (Of course whether or not 
they have any “real world” application is 
another story.) 

The distinction between the various gam- 
ing genres and their respective educational 
value can made based on the level of learning 
required to play them successfully. There are 
four levels of learning. The first and most basic 
level is known as rote. An example of this level 
of learning is the ability to repeat something 
that has been taught. Neither understanding 


COMPUTER GAMES 


thought that to be successful at simulations 
one needs to correlate real world facts to a 
greater level than even what's required in his- 
torical strategy games—most notably in the 
form of physics and/or aerodynamics. These 
incidental blocks of knowledge have become 
crucial to simulations themselves. Years ago 
all that was needed in a simulation was a sim- 
ulation (and perhaps a key card), but as simu- 
lations have advanced so has the need for 
information. (We'll ignore the fact that what 
one needs and what one gets in a package 
may be two different things.) 

The recent tidal wave of WWII air combat 
sims illustrate the typical approaches taken to 
present the ever-growing mountain of mater- 
ial. What's most notable is the current trend 
that produces simulations that present extra- 
ordinary values. There’s little doubt that the 
newsreel style videos that recount history 
and the video interviews provide insights 
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In the true spirit of Jane’s, Jane’s WWII Fighters comes with 
the most information. The exclusive historical videos and 
pilot interviews could probably sell as a package even with- 
out a sim attached to it 


that enhance the simulation, but their value 
goes beyond the simulation itself for many of 
us as Well. 

In addition to the educational benefits, 
there’s entertainment value there too. Since 
the Discovery Channel ceased broadcasting 
Wings and moved the series to another chan- 
nel (that | don’t receive—thank goodness for 
SpeedVision and their aviation program line- 
up), these supplementary features have been 
a particularly pleasant addition. If you've 
priced the cost of WWII histories on VHS tape, 
the cost of a computer simulation that 
includes a simulation as well as reference text 
and videos really is a superb value. (The 
swing music in Jane’s WWII Fighters just 
sweetens the pot.) The cost per hour of enter- 
tainment purchased in a modern simulation 
(at least the ones that work properly)—it’s 
very hard to beat. 

So does this mean that the next time 
someone criticizes you for playing sims too 
much you can just tell ‘em you're studying? 
Well, we won't go that far, but the truth is 
you're learning things while having fun—and 
that’s the best kind of learning there is. 
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The requisite information for Microsoft 
Combat Flight Simulator comes in text help 
files, training missions, and game manual 


“MechWarrior 3 features 
enough eye-popping action to 
make you think your monitor 

is in danger of exploding.” 
-Johnny L. Wilson Computer Gaming World 
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combat of Man of War IJ. Take command as a Fleet Admiral, Division Commander or 
Ship’s Captain and face the fury of a broadside, the terror of a boarding action and the 
thrill of a glorious victory in a dramatic real-time first person perspective. 
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Half Life: Uplink 


idely accepted by just about everyone THE INFO 
W as Action Game of 1998, Half-Life 

combines the visceral gameplay of leg- |} Windows 95/98, 133 
endary action games like Doom and Quake with MHz Pentium or 
a compelling story and wonderful graphic envi- higher, 32MB RAM 
ronments. Half-Life blends action, drama, and Sierra 
adventure with stunning technology to create a Wwww.sierra.com 
frighteningly realistic world where players need Tech Support: 
to think smart to survive. 425-644-4343 


Sierra’s official demo, Half-Life: Uplink is a 
standalone mission, which consists of all-new 
material. Even folks who own the retail version of the game will find 
plenty to contend with in the demo sortie. After the containment failure 
at the Black Mesa Lab, a full two days have passed. The protagonist 
Gordon Freeman must attempt to make adjustments to the uplink tower 
so that he can get to the bottom of things. Literally. He and some scien- 
tists must reach the lower level of the compound. Stop and look behind 
you! Terror awaits. 
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REQUIREMENTS 


Genre: First Person Action 


KEYBOARD CONTROLS 


Forward © 
Backward 
Left | 
Right 
Strafe Left 
Strafe Right 
Jump 

Duck 

Swim Up 


Swim Down 


Look Up 


Look Down | 

Look Center 
Primary 

Attack 


Secondary 
Attack 


Reload 
Weapon 


Use Item 
Walk 
Flashlight | 


Spray Logo 


=e I : 
Forward ! Center Camera © 
: 
erp Backward | Map View 
at ie : a 
Windows 95/98, 166 EF “ee te | Lebel Asal 
MHz Pentium or Right 1 ‘Toggle Cursor — 
higher, 32MB RAM eo le 
Sierra feed) Walk/Run I Put Away Weapon — 
sierra.com = : ! —— oe | P : 
Tech Support: | Jump — | peperePar.) Open/Close 
425-644-4343 ge ee ey 
— Switch Weapons 
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When Solar Systems Collide... 


Exploration 
Expansion 
Exploitation 


Extermination 


Booey 


| Manage Resources: 

| - Acquire and hold asteroids 

- Mine asteroids for minerals 

« Generate and transfer power 

- Buy/Sell resources, ships, and 
votes to the guild for credits 


Dynamic 3D solar system with 
all asteroids in constant orbital 
motion creates unique challenges 
as. resources and territory move 
over time. 


SIMULTANEOUS TURN-BASED 
STRATEGY GAME 


oo ARR EN I RMN IRE EARN RT NESE tT 


_ Multiplayer capabilities for ub to 40 

_ players via LAN, Internet, and play-by 
email, featuring cooperative and 
cemnyere ENE 


Design and construct modular ships. ?. 


Interactive 
P.O. Box 13491 
Research Triangle Park, NC 27799, * 


www.imagicgames.com 


foo at ie 
“Tvvevilt pa . 


RollerCoaster Tycoon 


THE INFO 


Windows 95/98, 75 
MHz Pentium or 
higher, 16MB RAM 
SSI 

ssionline.com 

Tech Support: 


408-737-6850 


Windows 95/98, 133 


MHz Pentium or — 


higher, 16MB RAM 


Wizard Works 
wizardworks.com 


THE INFO 


Windows 95/98, 90 
MHz Pentium or 
higher, 16MB RAM 
Hasbro Interactive 


hasbro 


interactive.com 
Tech Support: | 
410-568-2377 


r 
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THE INFO 


Windows 95/98, 200 
- MHz Pentium or 


higher, 32MB RAM — 
Accolade 
accolade.com > 


‘Tech Support: - 


408-296-8400 


THE INFO 


| 650-655-5683 | S 


Space Bar 


z 


Fire 

Jump 
Forward 
Backward 
Left 
Right 
Strafe Left 


Strafe Right 
Look UP 


Look DN 
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Weapon Down 
Weapon Up 
Crouch Toggle 
Play Dead 
Sniper Mode 


Zoom In 
(sniper mode) 


Zoom Out 
: (sniper mode) 


“| Map Toggle 


THE INFO 


“Windows 95/98, 133 


MHz Pentium or _ 
higher, 32MB me 
Acclaim 
acdaim.com 
Tech Support: 


516-759-7800. 


Having problems with installation? Send a description of the problem along with your system 
configuration te cgcdtech@cdmag.com, or mail a letter with the same information to the 
address below. if you have a defective CD-ROM, a replacement can be obtained by sending the 
original CD to: Computer Games, 63 Millet St., Richmond, ¥T 05477, ATTN: D replacement 


THE DEADLIEST CREATURES 
IN THE UNIVERSE ARE ABOUT TO 
MEET THEIR MATCH... 


ya 
autres fined 


e SCALE WALLS and elevator shafts as an Alien and advance with fright- 
ening speed as you attack to devour your opponents. 

¢ STALK YOUR PREY as the deadly Predator using wrist blades, shoulder 
cannons and invisibility as you surprise attack your enemies. 

e LOCK AND LOAD as a Marine using motion trackers, pulse rifles and 
flame-throwers to eradicate these vile creatures. 


— 
mnaetemeaetn 
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ine three most ferocious INOUE Hi ad NIQOGHESTY Date ror the uitimate prize - 
SUIVI fal. ake your Stand > Wrong Move turns you trom hunter into pre\ 


j it; Si a ‘ TTT i A ath, r 5 
rson and multi-player action with heart 


“This game could be one of our all time favorites!” 


— Computer Gaming World 


“ocaring the crap out of the big boys.” 


— PG Accelerator 


“Is there anyone that doesn’t want to play this one?” 


— PC Gamer 


one . CE aN Environmental 
e: %) Audio” 
~ iw CREATIVE’ 


ALIENS © 1986 Twentieth Century Fox Film Corporation. PREDATOR ©1987 Twentieth Century Fox Film Corporation. ALIENS VS. PREDATOR < 1999 Twentieth Century Fox Film Corporation. All Rights Reserved. “Twentieth Century Fox,” “Fox” and their associated logos are property of Twentieth Century Fox Film Corporation. 
Windows is a trademark of Microsoft Corporation. ©1998 30fx Interactive, Inc. The 3Dfx interactive loge, Voodoo Graphics“, Voodoo Rush", Voodoo Banshee’ and Voodoo" are trademarks and/or registered trademarks of 3Dtx Interactive, inc. in the USA and in other select countries. All Rights Reserved. 
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Tom Hall: Ghoul chic; 
Voyeurism: ION staffers can hang out here to 
watch the deathmatching; John Romero: Hey, 
man, it's cool; Play misty for me; Dragonfire; 
Face to face in future Kyoto 


Spinning the Storm 


A visit to the Twilight Zone, Dallas division 


OME THINGS CANNOT BE DENIED-BUT EVERYTHING, IT SEEMS, 
can be spun. John Romero, nearly as famous for his oft-granted 
interviews as for his groundbreaking work with id software, is 
good at spin. Regarding the recent departure of eight key members of 
the Daikatana development team, he says, "The new team is really real- 
ly cool. The game's already getting better, way better than it was. The 
old guys were becoming unmotivated. They were not happy, I guess ... 
and some people, when they're not happy, are not gonna work real 
well. So things just kind of slowed down. But with everybody now, with 
a brand new team, work is moving fast." 

He's snacking on a Skor bar and chasing it with sips of Dr. Pepper, 
and he does seem immensely unperturbed. It’s hard not to believe his 
implication that the defection of some top programmers to former ION 
CEO Mike Wilson's company Gathering of Developers was a good thing 
for Daikatana. 

But surely the upheavals, and the pressures from publisher Eidos to 
deliver a finished product, have forced ION to make some compromises? 

"We've cut out some monsters [from Daikatana], yeah," he says. "But 
there's still more than in any other game.” 

He is convincingly sanguine. What are a few monsters to the game of 
the century, if not the millennium? No biggie. 
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What about the Dallas Observer article [CGS+ 101] that painted a picture of 
ION Storm as a company on the brink of self-destruction? The article used 
ION's own internal e-mail to make a fairly strong case. The e-mail reveals 
conflict among the company's owners, ranging from polite differences in 
opinion about the value of Dominion to plain old name-calling ("rat-faced 
bitch" stands out). 

"It's just distracting," Romero says. "Most people believe what they read, 
but a lot of the stuff in the article was false. It just had little kernels of truth 
that got blown way out of proportion. It's not really affecting anyone here 
because a lot of the people here read that stuff, and they see what it's real- 
ly like here, and they're like, uh ... no way. That doesn't exist." 

Everywhere you turn, in ION Storm's penthouse office in the Chase 
Tower in downtown Dallas, you get more of the same. The receptionist 
explains what a wonderful, friendly work environment they've got here 
(traces of The Stepford Wives). A new PR firm Faiola Davis is getting a tour 
at the same time as our visit, and they’re sunny and optimistic. 

Eidos’ Gary Keith, who is the product marketing manager for Tom Hall's 
upcoming Anachronox, downplays his own company's concerns. "We're behind 
ION Storm one hundred percent," Keith says. "We've got a big investment in this, 
obviously; but they're masters, and we trust them to come through." 


Touring ION Storm's offices, ‘it’s impossible not to be impressed. These | 


guys have constructed a dream workplace. They hold the entire penthouse 
of the Chase Tower, which gives them a spectacular view of Dallas 
through countless winckiins, They've got a game room that dominates the 
center of the office: ping pong, foosball, an eight-station deathmatch facil- 
ity, classic arcade machines like Defender and Scramble. They've got a 
private screening room equipped with digital THX. They've got cases of 
soda and candy spilling out everywhere you look. And, of course, they've 
got the games. Daikatana and Anachronox, which promise to revolu- 
tionize the genres of first-person shooter and role-playing games respec- 
tively... if they ever get finished. 

It's been over a year since Mike Wilson left ION to start Gathering of 
Developers just down the street, but it's only been a few months since the 
disenchanted Daikatana team left to join him. In the interim ION Storm 
also lost COO Bob Wright. Now ION and Wright are suing each other— 
Wright claiming that he was forced out so he wouldn't reap the benefits of 
a proposed (and never-realized) buyout from Eidos, ION claiming that 
Wright tried to spark an employee rebellion. The Observer article made it 
sound as if new CEO Todd Porter was responsible for much of the compa- 
ny's troubles. But Porter, on this Friday afternoon in mid-January of 1999, 
is nowhere to be seen. 


What is to be seen are tantalizing glimpses of the games in development. 


And yes, they, like the office, are impressive, especially Anachronox, Hall's 
3D cinematic role-playing game. Hall is a frizzy ball of energy whose enthu- 
siasm for his project is irresistible and contagious. He swigs Mountain Dew, 
talks a mile a minute, and shows off shamelessly. 

"We recently increased the resolution of the skins so we can get the qual- 
ity of detail in the main characters that is necessary to create an emotional 
connection. We're going to be able to lipsynch to speech and be able to have 
expressions on the face, like an eyebrow raised or a grimace. That's going 
to really bring out the emotion." 

Hall is doing what he loves, and he's great at it. He's not interested in 
spinning the recent travails of the company; he only wants to talk about the 
game. And who could blame him? The game looks stunning. Its release 
date—at least since the latest delay—is far enough in the future that vari- 
ous holes in the program are forgivable. 

Daikatana, on the other hand, is woefully behind schedule no matter 
how you look at it. And the release date for a deathmatch demo is barely 
three weeks away. [It didn’t make it ontime. —ed] 


Ball of confusion 


Chris Klie, the new lead map designer on Daikatana, is undoubtedly a tal- 
ented individual. His last job was working on the excellent Rogue Squadron 
for LucasArts. Now he's showing me a few Daikatana levels, pointing out 
what he's done since he arrived at ION Storm two and a half weeks ago. 

"See, we've got nitrogen gel all over the place," he says. "Since I've been 
here we decided to go back and make the nitrogen gel cast its own light. 
That way you get a much better effect." 

He points out a sparking control panel. We are in Japan in the future, in 
Daikatana's first episode, and everything has an organic-metallic, post- 
Alien rusted look-not unlike Quake. "See that control panel?" he says. 
"We're experimenting with different ways to indicate to the player that 
secrets are hidden. In the old days it was all cracks in the walls and stuff. 
Now we're looking for other ways to do it. If you shoot that panel, it'll blow 
up and expose a secret." 

Bobby Pavlock, another recent addition to the Daikatana team, shows one 
of the levels he's been working on, Limnos Island in ancient Greece, episode 
two. It looks great. Unfortunately, it takes a lot of imagination to picture how 
the finished product will play, because there's still a lot left undone. The sin- 
gle-player version of Daikatana won't be coming out until months in the 
future, although a few maps may be leaked out at some point between the 
deathmatch demo and the final product. When can we expect the final version? 
Nobody wants to commit to an answer. May, they say. Maybe. Maybe May. 

When asked whether or not players will be able to carry his weapons from 
one episode to another, different people seem to have different answers. 

“Probably not,” says Pavlock. Eidos’ Gary Keith adds that maybe you can 
carry the weapons, but you won't have any ammunition. There seems to be 
a bit of confusion on the point. Everybody agrees that you'll be able to bring 
the Daikatana itself from one episode to the next; but the Daikatana isn't 
even in the game yet. 

Romero later gives a definitive answer: “No, you won't be able to carry 
weapons from one episode to another.” When he says it, nobody argues. 


Clarity of vision 
One is struck, when listening to Tom Hall and John Romero talk about their 
babies, by Hall's clear vision and Romero's slightly less-clear vision. 

"I wanted to do a good RPG that would be accessible to regular people," 
Hall says. "A lot of people play RPGs and they go in there and there's a mil- 


lion stats and all this boring, like, (sotto voce) ‘Now is the age of 
Anachronon, and you must go down to the hills or you will be banished....’ 
You don't really feel that; you're not really in tune with that. I want this to 
be like a real world. You're not deluged with stuff that you can't have any- 
thing in common with." 

When asked how long the ideas for the game have been cooking, Hall 
reveals that one of his characters, Stiletto Anyway, has been in his mind 
since he and a friend used to write stories about her in high school. One 
gets the impression that Anachronox is exactly the game Hall has always 
wanted to make. 

When asked the same question, Romero is candid: 

"When we went around to all the different companies to say I want to 
start ION Storm, they wanted to know, what game are you going to do? 
And I was like, ‘I don't know, it's just going to be a cool shooter.’ So when. 
we started the company and we started working it was like, okay, we 
gotta come up with a game. It wasn't like the dream game I always want- 
ed to make." 


The death of ION 


ION Storm has definitely had its problems. But the games in development, 
if frequently delayed, are strong; the people in the office are friendly and 
casual; and there are a lot of ambitious, innovative tricks that aren't being 
shown so that they'll come as a surprise. To bet against ION Storm at this 
point is to ask for trouble, because they've got aces galore up their sleeves. 
The question is, are the aces enough to balance out the myriad troubles? 

I ask Romero: “If you had to start ION Storm again, what would you 
do differently?” 

He smiles. 

"If I had done anything different, I probably would have tried to get the 
right leads in place early on. Get people that actually were lead program- 
mers and lead mappers and lead artists. Not having that structure in place 
definitely hurt us a little. But now that all that is in place, it's working out 
really really well. That's the only thing I think I would change...." He con- 
siders. “Other than some other things that I can't talk about." 

Again, fair enough. He admits to problems, because some things can't 
denied. But time and again he manages to spin things around by the end of 
each statement. 

He smiles. And smiles. And smiles. If his face is growing tired, he con- 
ceals it well. John Altman 
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Cutthroats 


Plundering Pirates!’s territory? 


= SID MEIER IS OBVIOUSLY 
well known in the gaming world; almost 

every game he’s done has been a hit, and 
many have gone on to “classic” status. It’s odd, 
then, that there have been relatively few attempts 
to “clone” his titles (and most of those have been 
projects that Meier himself has played a part in). 
Things, though, are shifting; last year we saw a 
new Railroad Tycoon that didn’t involve Meier, 


Where's Erol Flynn when you need him? 


BRIEFS: Sierra aets re 


and this year we'll see a Civilization 
game that he didn’t direct or have 
input into. What, though, of his earli- 
er classics? Specifically, what about 
Pirates? Well, it looks like Eidos is 
preparing a boarding party in the 
form of Cutthroats: Terror on the High 
Seas; can it successfully raid the old 
gaming chest? 

It seems that Eidos 
and developer Hothouse 
Creations (Gangsters) are 
more than paying homage to the sea-far- 
ing title of yore. Captaining a ship, you'll 
have the run of the Caribbean, either as a 
“blood thirsty pirate” or a “daring priva- 
teer” (the definition of which will largely 
depend on your viewpoint). Eidos says 
the game will include some six million 
square miles of ocean to wander over. On 
the sea you'll build up a fleet which you'll 
set upon the several hundred non-player 
ships plying the shipping lanes; watch 
out, though, for amongst the merchant- 
men will be ships performing convoy 


d—Sierra has closed a number of their external studios and consoli- 


dated most development into their Bellevue, Washington headquarters. The studios closed 
include Yosemite Entertainment in Oakhurst, California (the original home of Sierra); Pyrotechnix, 


in Cincinnati, Ohio; Synergistic located in Renton, Washington; and Books That Work, located in Palo Alto, California. Sierra says that selected teams and 
individuals from the aforementioned development studios will be offered positions in Bellevue as 


Majesty 


Mixing metaphors with abandon 


© WHAT DO DEVELOPERS 
think they’re doing, mixing their genres 

in such a way to make it hard to categorize 
their games? That’s exactly the problem with 


Cyberlore’s upcoming Majesty: Sovereign of 


Ardania. You look at the screenshots and you 
immediately think “strategy game;” you dig a bit, 
though, and things get muddy indeed. Yes, 
there’s a heavy dose of strategy, but you also get 
touches of role-playing and maybe even adven- 
ture. Bad thing? No, not necessarily; indeed, it 
may be a very good thing. 

Perhaps Cyberlore’s own definition is best: 
they call Majesty a “fantasy kingdom simulator.” 


A goblin village 
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Send your boys ashore for a little, err, “R&R” 


protection and those specifically oriented 
towards hunting pirates. A fleet at sea, though, 
isn’t much good without a place to go, so the 
game will model some 70 ports for your, err, use; 
because the residents of these ports won’t always 
welcome your visits, expect to conduct some bat- 
tles on land as well. 

The one thing of note about the handful of 
earlier Meier-inspired games is few if any have 
come close to matching the original master. 
Whether Cutthroats will be the game to do so is 
something not even this seadog’s bones can say 
yet, but we'll all get the chance to find out 
when the game pulls into port later this year. 
—Scott Udell 

Cutthroats * Eidos * Windows 95/98 


their projects are moved to the company headquarters. In a phone conversation with Sierra’s 


President, David Grenewetzki, we were told that approximately 200-250 employees have been 


In your role of sovereign, you 
aren't actually doing every- 
thing yourself. Rather, you hire 
heroes that you'll send out on 
quests, charging them to 
retrieve this or vanquish that. 
Sound something like Heroes of 
Might & Magic? Indeed, but 
there’s a whopper of a catch: 
you don’t control these heroes 
directly. They’re true employ- 
ees, with minds of their own, 
and they’re not likely to do 
your bidding just because 
you're a nice person. 

This is where the 
“kingdom simulation” 
part comes in. To influence your heroes, 
you've got to build up a kingdom (more a 
city-state). Gold, obtained via taxes, is used 
to buy new buildings and to pay heroes; 
heroes, in turn, return gold to their guilds, 
which gets back to you from taxes.. Since 
Ardania is a fantastical world, magic also 
plays a part—just another tool in your king- 
ly or queenly arsenal. 

Ripcord Games, Majesty’s original pub- 
lisher, seems to be in a state of meltdown at 
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Skeletons storm your castle; are your heroes motivated 
enough to defend it? 


the time of this writing. While Cyberlore reps 
won’t comment on the state of their publisher, 
expect them to announce a new publisher soon. 
The game was due to ship in September, although 
Cyberlore’s Jay Adan tells us they may have the 
basic game done as early as mid-summer (hooray 
to a developer/publisher that allows two months 
for tweaking!); what a change in publisher could 
do to this schedule is anybody’s guess. —Scott Udell 
Majesty: Sovereign of Ardania * Cyberlore 
Studios * Windows 95/98 


“PC GAME Ore 
THE YEAR” 


-Alta Vista’ s Wild Wild Web 
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-USA Today 
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—-PC Gaming World 
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-PC Gamecenter 


Editor's Choice Award! 
-Computer Gaming World 
“One of the most exciting 
sequels of the year!” 
-CNN | 
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F-22 Lightning 3 


Can lightning strike thrice? 


SOME COMPANIES HAVE 
found that the game “franchise” is a very 


good thing. If a game does well the first 
time around, it usually sees a sequel and, if that 
does well, the franchise may well be set. Whether 
or not that’s a good thing is another matter 
entirely, but at least with a sequel we know a lit- 
tle something about the game we'll be getting, 
and that certainly holds true with NovaLogic’s 


NovaLogic is very excited about their dynamic 
weather effects, which they believe are the 
most advanced ever done in a sim 


? 


upcoming F-22 Lightning 3. 
Despite their claims of “realism,” 
every sim fan knows (or should 
know) that NovaLogic games are on 
the lighter end of the realism 
scale—less hard-core detail and 
more get-in-and-shoot-and-fly 
action, action that almost always 
looks pretty good. Despite some 
wording to the contrary, it looks like 
NovaLogic is continuing the trend 
for F-22 Lightning 3. Don’t expect 
an F-22 game equivalent to Falcon 4.0; instead, 
expect more of the same kind of gameplay we’ve 
seen before, albeit in some 40 new missions. 
This does not mean, though, that the game is 
a complete rehash of earlier versions. In addition 
to the new missions, there is some new in-game 
technology. NovaLogic claims that the weather 
modeling is the most extensive ever seen in a 
sim, both from a visual and a functional stand- 
point; they say pilots will definitely notice the dif- 
ference in their plane’s behavior as it moves from 
weather zone to weather zone. Nukes make their 
first appearance in a NovaLogic game, so expect 


offered relocation deals. Four development groups will remain in their current locations including 


Berkeley Systems, Impressions, Papyrus and Dynamix. One of the projects that received the axe 


was Football Pro 2000, which we mentioned last month in our review of Football Pro 99. According 


id 


No denying it—NovaLogic does make purty-lookin’ games 


some missions quite different than those in the 
earlier F-22 games. 

NovaLogic is promoting their online 
NovaWorld service a lot these days, and 
Lightning 3 will include technology to support 
this online play. Most notable is a technology 
NovaLogic calls “Voice-Over-Net,” built-in voice 
communications for Internet play. 

On top of all this, you can expect the usual 
graphic improvements we’ve gotten used to these 
days. The game will support a range of 3D accel- 
erators and will require an MMX-capable machine. 
A bit of a well kept secret by NovaLogic, the game 
should be out as early as May. —Scott Udell 

F-22 Lightning 3 * NovaLogic « 
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to Grenewetzki, “Although discontinuing the line today is not a popular decision among Football Pro customers, | am not interested in repeating mis- 


Clans 


takes of the past. It would be a greater disservice to our customers to compromise the devel- 


opment of Football Pro 2000 and release the wrong game twice.” Additionally, Sierra announced 


that the current issue (Spring 1999) of InterAction Magazine will be the final one published... 


After your initial roll, you may adjust ability points here 


THERE THEY ARE, THE 

blue and red skulls—red on the left, blue 
on the right; health points on the left, 
mana on the right. Hit by ghouls? Drain on the 
left. Cast a spell? Drain on the right. Clans is 
more than a little reminiscent of Diablo, except 
that it sports a bit less sophisticated an engine 
and has its elixirs of life and magic in globe- 
shaped skulls as opposed to ball-shaped globes. 
Direct from ComputerHouse AB in Sweden, 
publisher Strategy First is set to deliver a fantasy 
adventure/role-playing game set in a formerly 


Leayandor is not having a very good day 
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demon-infested realm where you 
will play one of four Champions, an 
elf, warrior, dwarf or barbarian in a 
quest to save the land. As in most 
RPGs, the choice of a particular race 
will alter gameplay one way or 
another. The elf is a superior magic 
user, while the barbarian is a master 
of weaponry, but thinks scrolls are 
something for breakfast. 

Single and multiplayer modes 
will be available, with single player 
allowing you to play with yourself 
(don’t), and multiplayer offering up 
to four players three different modes 
of gameplay: Cooperative against 
the monster AI, head to head 
Deathmatch, and Gold Rush, where 
the object is to exit a level with the 
most gold. 

With no 3D acceleration in sight, the game 
features 16-bit high color graphics and 3D per- 
spective scaling in a three-quarter third-person 
view. Strategy First’s vice president of Marketing 
Steve Wall said, “In an age where it seems that 
every game has to boast technological bells and 
whistles just for the sake of having bells and 
whistles... we haven’t forgotten that the most 
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It’s Follow-the-Leader-Against-His-Will 


important thing gamers are looking for by and 
large is to be transported away for awhile and 
truly entertained.” 

All told, Clans looks to be a cute little game— 
possibly an addictive “sleeper,” and at the right 
price, you never know. Look for it this Spring. 
—Cindy Yans 

Clans ¢ Strategy First > Windows 95/98 
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1941: German armies have overrun Europe. Now the High Comman 
turned its attention eastward to Russia, and is preparing to invade 
Motherland in the largest military operation the world has ever seen. Ten 
millions of soldiers will take up the fight to either bring Russia to its } 
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Now you can command the complete forces of either nation on the Eas 
Front, in a wargaming simulation of unprecedented scale and detail, 
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Radical new approach to wargame design gives you control of troops by the thousands while the _ 
game engine simulates movement, engagement, supply, morale, and more with incredible detail — 
that goes all the way down to individual companies. 


Plan operations just as a real commander would, drawing operational maps and drafting orders to 
distribute to your armies then watch as your commands are carried out in real-time. 


Wage war on real terrain with realistic representation of command and control. No hexes, no turns, 
just pure simulation of military command on an unprecedented scale. AWA A Laat-lelleret-lait-t-mere) an 
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Legacy of Kain: Soul Reaver 


Nice guys finish last. Suck up 


1999 MAY VERY WELL be 
the year of the vampire. Not only will we 
see Vampire: The Masquerade and 


Gabriel Knight III, we have Eidos Interactive 
adding blood to the fire with Legacy of Kain: 
Soul Reaver. Eidos’ Menlo Park developer 
Crystal Dynamics is busily finishing up its 
sequel to Blood Omen: Legacy of Kain, a sequel 


SR ee nner tOPr TOC TTE TOES OT CTT EST OTERO ET EATON ONION ETT 


Raziel vs. Morlock 


which promises to be just as dark as 
its predecessor. 

With the help of six lieutenants, 
Lord Kain has been busily working 
toward his goal of global domina- 
tion. Things are looking up for him 
until he begins to notice that one of 
the lieutenants, Raziel, had begun to 
evolve. Like any self- 
respecting tyrant, Kain lets 
the spiteful child in him 
take over. Not wanting any- 
one to evolve before he 
does, Kain dumps Raziel 
into a bottomless pit. So Raziel, low-life, 
soul-sucking vampire that he is, must 
journey from the underworld to 
Nosgoth to seek revenge. 

Rather than Kain, Raziel is the protag- 
onist this time around. You will control 
him in a full-freedom, 3D world with 
real-time environments. Raziel will fight 
his way forward and morph between 
planes of existence as he sucks souls for 
nourishment along the way. The only 


—id Software announced that they have hired Graeme Devine as a designer. Devine, 
as co-founder and CEO of TriloByte, helped design and produce The 7th Guest and The 11th Hour, 
two best-selling adventure games. Devine will help id Software with their latest venture, Quake Iill: 


of 


He’s thinking, “Would Lara go in there?” 


weapon Raziel will be able to keep with him is 
the Soul Reaver as it is a part of him, but he will 
find and use other weapons along the way— 
things that will not have the ability to morph. 
Combat strategies will depend a lot upon careful 
positioning of the character during these morph- 
ing moments. In addition to the morph-and- 
backstab technique, the game features an all-new 
hand-to-hand combat system, and _ intelligent 
non-player characters which remember and react 
to players’ actions. So sharpen up those fangs for 
a Spring 1999 release. —Cindy Yans 
Legacy of Kain: Soul Reaver « Eidos 

Interactive * Windows 95/98 


Arena. Speaking of that game, an early technology demo designed for video card vendors was leaked onto the Internet in late February. This version of 


Force 21 


The U.S. Army meets WW III 


RED STORM SURPRISED 
~ the gaming world last year with the 
release of Rainbow Six. Here is a game 
that both crosses genre lines and appeals to dif- 
ferent gaming communities. The question is, can 
they do it again for a different kind of game? The 
intend to try with the upcoming Force 21. 
John Farnsworth, Producer and Designer on 
the project, calls Force 21 “...a game of real-time 
strategy and tactics, combat command, realism... 


Advancing in V formation 


COMPUTER GAMES 


the game, which doesn’t feature any complete levels and lacks a number of graphic elements, is 


not the planned Q3Test, which will be an official technology demo that’s scheduled for simultane- 


ous release on the PC and Macintosh in March... 


Rainbow Six with helicopters and 
tanks.” The screenshots (which are 
from an early build) show a game 
that, on the surface, looks quite 
similar to the standard real-time 
strategy format (with the addition 
of 3D), but in a fit of Rainbow Six- 
like genre-busting, it sounds like 
Red Storm is throwing in elements 
that will appeal to wargamers as 
well. The game gets its 
name from the Army’s 
Force XXI effort, an in- 
depth examination of the 
future of warfare and what 
the Army needs to do to prepare for it. 
The game is set in 2015. An expan- 
sionist China has invaded Kazakhstan, 
thereby drawing in both Russia and the 
U.S. Says Farnsworth, You’ll be in 
charge of vehicles grouped into pla- 
toons, platoons grouped into compa- 
nies, and companies formed into a bat- 
talion-sized force. In the game, you'll be 
able to move between multiple levels of 
command to devote your attentions 
where they’re needed most. Expect to 
see infantry, armor, helicopters, 


River crossings—always a nervous affair, even if you’re not 
under immediate fire 


<a—Showing a 


be ae 


artillery, combat engineers, and more all operat- 
ing together in the game. 

A lot of the terminology Red Storm uses is 
impressive indeed; terminology, though, is just 
words, and jaded gamers have seen many 
instances of companies talking-the-talk but not, 
when it comes down to brass tacks (or brass 
gaming), walking-the-walk. Red Storm proved 
they could do this for special ops with Rainbow 
Six, but now we'll see if they can do it for the reg- 
ular Army. —Scott Udell 

Force 21 » Red Storm Entertainment 
Windows 95/98 


feeling constrained by limited lands and resources 
~ jn Europe, you've staked a claim in the New World. 

If the natives rebel, your next message will be 
pinned to their backs. 


Ultimately, your goal is to become Europe's greatest 
power. To do this, you'll have to parlay New World 
resources into Old World dominance. Develop what 
you can, trade for the rest. Deploy spies to help 
stay ahead of the technology curve and build 

a formidable military. 


And that arrogant queen who wouldn't acknowledge 
your land claim? It won't be long before she's 
serving you tea in the morning. 


to gain power and prestige at home and abroad 


CAS ore Saat oe SAY me RD Fe te ON 


* The richness and depth of game play is reflected in 40 military 
and civilian units and 100 technologies from over 
300 years of history (1500s-1800s) 


* Advanced artificial intelligence considers nation-specific 
personalities, strategies and diplomatic agendas 


* High-resolution graphics set in an engrossing baroque style 


* Intuitive interface and extensive game play tutorial makes 
it easy for first-time players to get up and running 


Sg ‘BOAKITZ s = PRES 
=F ully exploit the New World on unlimited his- 
torically based and randomly generated maps 
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* Go head-to-head against other world leaders in multi- 
player mode supporting up to 6 players 
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Rival Realms 


A gaming genre potluck 


THESE DAYS IT SEEMS 
s like game “chefs” are getting quite exper- 
imental in their software kitchens. Where 
we used to get standard meat and potatoes 
games, now a’days anything goes—sweet & sour 
potatoes anyone? Titus Software has Rival 
Realms in the oven, and it looks to be just such 
a mixture of gaming genres. 
Upon first putting your fork into it you get the 
strong, strong impression that you’re tasting 
another real-time strategy (RTS) game, and 


What’s this dish remind you of? 


indeed it is heavy on the RTS 
seasoning. In the early form 
we saw the graphics are 
roughly on par with Warcraft 
I, albeit a bit more detailed 
and colorful. In the game, 
Himans, Elves. and 
Greenskins (called “Orks” in 
some of Titus’s material) are 
all at war. The tale of this 
conflict is told via three cam- 
paigns (one for each race) of 
some 20 missions a piece. Each race sports 14 
units types, each with differing advantages and 
weaknesses. Thrown into the mission mix will 
be 30 different monsters willing to take on all- 
comers. You may gather one of three resources 
to help you build your cities (out of 12 buildings 
for each race). 

Taste familiar so far? Ah, but as you chew on 
the game different flavoring comes out. The big 
taste change is that each unit has its own set of 
stats and its own inventory slots (to hold some of 
the 50 items you’ll encounter in the game). Units 
can gain experience via training or combat, and 


welcome regard for fan suggestions, Firaxis has made available an enhancement update (v 2.0) for the 


retail version of their recently released turn-based strategy game, Alpha Centauri. The enhancement 


patch adds multiplayer play-by-email and hotseat play, as well as a few small tweaks and fixes to the 


game... 


Pharaoh 


Building an empire one stone block at a time 


CAESAR, BAH! LET US 
@ play a game based around ancient Egypt. 
And piease! No more Egyptian-themed 
Myst clones—we want to run an empire, not drift 
through artsy images bereft of people; in other 
words, give us a strategy game. 
That’s what Sierra’s Impressions division is 
planning. Pharaoh, a game set during the Old, 


Two views of the style the Impressions team is aiming for 
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An Elven city under attack 


ee 


some units are magic users that can learn spells. 
Taking a page out of Rage of Mages’s cookbook, 
you may choose to either focus on massed armies 
or powerful specialist (well, you could theoreti- 
cally have massed armies of powerful specialists, 
but that’s a mighty big mouthful for real-time 
mastication). When you’ve built up a unit/char- 
acter in One mission, you’re given a chance to 
save it in a “library” for potential recall on future 
missions. Baste this RPG crust with some famil- 
iar spell types (their “magic shield” works an 
awful lot like Diablo’s mana shield) and you’ve 
got a dish just about ready for the oven. Let’s just 
hope they don’t add broccoli.... —Scott Udell 
Rival Realms « Titus Software * 
Windows 95, 98 


—As worldwide sales for Railroad Tycoon Il rush past 500,000 units, developer PopTop Software has announced plans 


to develop Railroad Tycoon Il: The Second Century , an expansion pack for the game that will be avail- 
able this spring. It will feature an eighteen scenario campaign containing modern trains and engines, 


new stand-alone maps (multiplayer and single player), new industries, new geographical features and 


Middle, and New Kingdoms of Egypt (2900 
to 700 B.C.), will follow on the footsteps if 
their Caesar series, letting you trace 
through each of the ages via the campaign 
game (that’s one very healthy pharaoh). 

The goals during the ages will vary. For 
example, the Old Kingdom, when Egypt 
was largely isolated, saw the building of 
the most dramatic monu- 
ments, so that will be a 
large part of your game- 
play at that phase of the 
campaign (SimPyramid 
anyone?). Pyramids are not 
built on stone alone, however; 
you'll also have to build a thriv- 
ing civilization on the banks of 
the fickle Nile. If you’re suc- 
cessful, your small villages will 
grow into the ancient metropo- 
lises of Egypt, but beware—that 
Nile is ever restless, and usual- 
ly floods every year. 

Between monuments and 
farming, you’d think your time 
would be all taken up, but 
commerce is what really drives 
any empire, and commerce will 


grow as you advance through the ages. If 
Israel/Palestine is the gateway from Asia, Egypt 
is the gateway from Africa, something outsiders 
will come to realize in time, so be prepared to 
deal with threats from without as well as trou- 
bles within. 

Many of the Caesar 3 team members are on 
the Pharaoh team as well including Eric 
Ouellette as Producer and Doug Gonya (the 
Game Model Advisor on Caesar 3) as designer. 
The question now is how are they going to 
handle Moses? We’ll get to find out when the 
game ships late this Summer or early this Fall. 
—Scott Udell 

Pharaoh ° Sierra * Windows 95, 98 


Hi's no secret that the computer field is one of the fastest 


growing and highest paying professions in America — and 


the key to a successful career is right here! Whether you’re a 


beginner or an experienced professional, the experts at ICS® 


can prepare you for an exciting career in as little as three 


months. With ICS, you get nationally accredited, high-quality 


training at a fraction of the cost of vocational or trade schools. 


Best of all, you can learn in the comfort of your own home, 


at your own pace. Call or send for your FREE information 


package today! 1-800-238-9574, ext. 9098. 


simply 
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For a money-making 
career in computers, 


For your free, no-obligation ICS° computer 
training information package, mail this coupon 
or the attached postage-paid card today. 


(Please check one box only.) 


J PC Repair (27) Here’s everything you need to become a PC repair technician. Learn 
PC upgrades, network installations, and more. A+® Certification test preparation included. 


\./ Internet Web Page Designer (83) Master HTML and learn to design Web 


™ 


pages! Program features Microsoft® FrontPage™ 98 and an Internet Startup package. 


IPC Specialist (38) Secretaries, office managers, and administrative assistants can 
get to the next level faster by mastering Windows® 95/98, Word, Excel, PowerPoint® 


™ 
and Access. 


_| PC Fundamentals (43) Beginners can learn word processing and spreadsheet 
applications, learn to connect to and navigate the Web, and more. Training includes 
Microsoft Office 97 Professional Edition software. 


_] Programming in BASIC (01) This is your start toward the Institute for 
Certification of Computing Professionals (ICCP) certification and prepares you for the 
BASIC Language Proficiency exam. 
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Phone nas sega am eectes ) SidisSoD29GNS MRaRigaaKeeteOTTwRKOSs ooemREeES® APRA LEARNING — 
MGS STEMS = 

Mail coupon to: 

ICS Learning Systems, Dept. PJKU49S, A Harcourt Higher Learning Company 
925 Oak Street, Scranton, PA 18515 www.pc. icslearn.com 
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Hidden & Dangerous 


WWII at a more personal level 


eeeStnen IT’S KIND OF INTEREST- 
ing: WW II has long provided gaming 

fodder, but almost all of it has been in the 
wargame and simulation realms. How many 
action games can you think of from the last few 
years that have been set during the “good war”? 
Perhaps it’s because of the success of movies like 
Saving Private Ryan that this appears to be 
changing; this year we’re going to see at least two 
action-y games set during WW II, one of which is 
TalonSoft’s Hidden & Dangerous. 


Mission complete 


new music and video. B Players op the sual ual during the — 1930's where t 


Silent H etee'l if 


The hunt resumes 


ONE OF THE BETTER 
submarine simulations on the market, 
Silent Hunter is still on the hard drives of 

many fans. This Fall SSI is finally launching a 
sequel, this time into the waters of the Atlantic. 
As you’d expect, the game’s technology is (lit- 
erally) years ahead of the original. No longer 
DOS, the game has made its move to Windows 


A convoy passes by a spot of land 


COMPUTER GAMES 


TalonSoft describes the game 
as “Rainbow Six during WW II,” 
and indeed the similarities with 
that game and SpecOps are obvi- 
ous. You control one to four 
troopers through a variety of 3D 
mission areas. The backstory’s a 
little fuzzy at this point, but the 
game will take you from 1943 
through the end of the war, 
with visits to six different cam- 
paign areas (for a total of 
23 missions). 

In the build we have you 
play the game via a third-per- 
son perspective. You do about 
what you’d expect in this mode: run, crawl, 
crouch, shoot, look around, use items, climb, and 
so forth. To help you in this mode the game 
sports a map view as well. Here you can (as in 
Rainbow Six) plan things out ahead of time, or 
even control your troops in real-time. You can 
use this mode to issue multiple orders to a sol- 
dier, or to set one up on an automatic patrol 
route, leaving you free to control another on a 


From country bastions to city streets—you'll find yourself 
fighting in many environments 


separate part of the mission. There is no single 
“you” in the game—you can freely move 
between your soldiers—so if a soldier under your 
control dies you can jump to another. In addition 
to the soldiers there will be user-controllable 
vehicles (even, in at least one mission, a tank), so 
be prepared for more than just sneak and shoot. 
Still early in development, TalonSoft expects 
the game will be through training and ready for 
action sometime this summer. —Scott Udell 
Hidden & Dangerous * TalonSoft « 
Windows 95/98 


~ developing sepia for console le platform sand th - 


to Fall 1 1999 in order to snares the elie andi improve gamepla 


and hardware-supported 3D; all the in-game 
models are texture-mapped 3D polygons, mean- 
ing you'll get much more realistic battle views. 
SSI is planning a new “improved” AI that they 
claim will challenge even the experienced gamer. 

Sub sims are at their best when they give 
gamers a patrol to experience instead of canned 
missions, and SSI says they are planning a “new 
dynamic campaign” 
that they claim is 
going to have “the 
most detailed and 
realistic environment 
yet seen in a naval 
simulation.” In addi- 
tion to the single 
player game LAN and 
Internet play are sup- 
ported, including a 
cooperative mode 
that lets players form 
wolfpacks with which 
they can take on 
enemy convoys. The 
game will sport a 
mission recorder that 
lets you save and 
review your battles 


The periscope view; what's he doing up there?! 


after the fact (a great tool for analyzing your tac- 
tics with), and scenario and patrol editors will let 
you design situations beyond those included with 
the game. —Scott Udell 

Silent Hunter Il * SSI * Windows 95/98 
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PLAY IT ON ZONE.COM 


Mpath, Mpath Interactive, Mplayer, The Mplayer logo and Wanna Play are trademarks of Mpath Interactive, Inc. MSN Gaming Zone is either a registered trademark or a trademark of Microsoft Corporation in the United States and/or other countries. 
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O EPISODE 


Wana 


ANAKIN IN THE MOVIE... 


RACING, MOVIE STYLE... 


» VS. RACING IN THE GAME 


STAR WARS: EPISODE | 


THE PHANTOM MENACE 
LUGASARTS * WINDOWS 95/98 


RACER 


LUCASARTS * WINDOWS 95/98, MAcOS 


alking around the offices of LucasArts, you might see a series of signs 

signaling that something big is going on. They warn ominously “Do Not 

Enter Unless You've Signed an N.D.A. [non-disclosure agreement,” 
and some employees have (jokingly) put up police tape around their cubicles. 


But this is no joke. This is serious business. LucasArts has teams working on the 
first four games based on Star Wars: Episode I-The Phantom Menace, a small movie 
you may have heard of that is being released May 2 Ist. The security in the office is 
tight. Parts of the movie's script have been delivered to the teams working on games 


based on the film. LucasArts needs to keep these games, and their specific premises, 


a SCCTet. 


But it’s a secret no more. LucasArts is readying two Episode | games for release 
simultaneous with the film’s. The games, The Phantom Menace and Racer are not 
exactly what PC gamers expect. Both are multiplatform (The Phantom Menace on PC 
and PlayStation, Racer on PC, Nintendo 64 and eventually PowerMac) and are inten- 


tionally mass-market focused. 


MIRROR 
THE FILM 


For the first two games, LucasArts has made a 


conscious decision to keep them simple, with 
standard genres with gameplay types that are 
tied closely to the movie. According to Tom 
Sarris, Direct of Public Relations for LucasArts, 
“The right strategy.is to pattern at least the first 
two games closely to the film, because that’s the 


context people will really understand. Then we 
can take them down different avenues.” Their 
thinking is that people have greater expecta- 
tions for more movie-like games from the first 
batch of Episode / products. 

Those who want to play on the fringes of the 
Episode | game world shouldn't fret. Sarris con- 
cedes that with future games based on Episode 
I, they'll be given the same sort of latitude as 


they had with the original Star Wars universe. 
“Much like we were able to do with classic Star 
Wars, we’re able to delve more deeply into 
other things and really create new experiences 
in the universe.” 


THE RESTRICTIONS 
LucasArts doesn’t have carte blanche when it 
comes to producing Lucasfilm-based products. 
Sarris is diplomatic about the relationship 
between the divisions, saying, “We have been 
given an incredible amount of latitude by 
Lucasfilm and Lucas Licensing. They're the ones 
that allow us to delve more deeply into the 
minutia of Star Wars.” 

While you may initially think there shouldn't 
be anything different about the Episode / games 
compared to, say, X-Wing Alliance, LucasArts is 
under many more constraints than they have 
with the classic Star Wars stuff. With the previ- 
ous games, which all came out after the first 
three films, LucasArts could go pretty much 
anywhere within that universe. With Episode. /, 
they'll be more tightly reigned in; for example, 
they won't be able to foreshadow events or visit 
locations that are featured prominently in the 
next two movies. 

Additionally, Lucasfilm (justifiably) goes to 
great lengths to “protect” the integrity of the 
license. For example, many of today’s race 
games allow players to customize their vehicles 
with new “skins” or logos. As with other Star 
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*“COMBAT PLAYS A SIGNIFICANT ROLE ON MANY 


OF THE LEVELS 


Wars products, you won't be able to do this in 
Racer. “We have to keep things consistent in the 
Star Wars universe,” says Brett Tosti, Production 
Manager on the game, “and that’s one of the 
constraints the license has.” 


Considering LucasArts’ reputation for produc- 
ing the best adventure game on the market 
(their latest being the award winning Grim 
Fandango), it’s surprising that The Phantom 
Menace marks the first time they've ever done a 
purely story-based game set in the Star Wars 
universe. “Certainly there was little reason to 
reproduce the events from that film,” says Sarris. 

In the past, games based on movies haven’t 
proven to be a particularly successful formula. 
“One of the mistakes companies seem to make 
when they base games on film properties,” phi- 
losophizes Sarris, “is that they think people 
want what they see on screen recreated on 
their computer.” While The Phantom Menace is 
essentially a playable version of the movie, 
Sarris is adamant that it’s certainly “much more 
than that.” 

“The game starts where the movie starts,” 
says Dreskin, “and ends where the movie 
ends.” What happens in between will dictate 


whether the game falls into the trap that 
Sarris described. 


CHARACTERS 
The movie tells the story of young Anakin 
Skywalker, who will eventually become Darth 
Vader. He meets up with two Jedi Knights, a 
teacher (Qui-Gon Jinn) and his student (Obi- 
Wan Kenobi). The story spans multiple worlds, 
from Tatooine and Coruscant (seen in Star Wars 
and The Empire Strikes Back, respectively) to a 
world we've never visited (Naboo). 

You play the game as four different charac- 
ters with an emphasis on the two Jedi Knights, 
Qui-Gon Jinn (played by Liam Neeson in the 
movie) and Obi-Wan Kenobi (Ewan McGregor). 
At subsequent points you'll get to play Queen 
Amidala (Natalie Portman), and Captain Panaka 
(Hugh Quarshie). 

“You play Obi-Wan more than anybody else,” 
says Dreskin. In terms of how the game ties in to 
the movie, Mike Ebert of developer Big Ape 
Productions says, “We're trying to cover all of 
[the Jedi Knight's] actions from the movie.” 

The game is broken down into levels—11 in 
all, with the possibility of a couple of mini-levels, 
one of which may be a combat sequence that 
pushes the story forward. You don’t select the 
character you wish to control—you’re given a 
character that’s most appropriate for the story, 
and you control him or her for the duration of 
the level. Unlike other LucasArts adventure 
games and more like their first-person action 
games, you will be able to die; however, you'll 
also be able to save at any point in a level. 

Gameplay-wise, this is a true action/adven- 
ture hybrid, falling somewhere between the 
pure action in a Jedi Knight and the more tradi- 
tional adventuring of Grim Fandango (Dreskin 
thinks it’s closer to Grim). Ebert likens its balance 
of elements to Nintendo’s Zelda series of games. 
You have a full inventory, and a lot of dialog 
(over 400 lines, according to Ebert), but these 


COMPUTER GAMES 


adventure 
game staples 
are balanced 
with simple com- 
bat. “There’s plenty of 
fighting inthe game for ™ 
people who like action ™% oe 4 , on 
games, and hopefully they © | 
won't be turned off by the 
number of puzzles we've put in 
there.” 

The game features a top-down 
view of the character you're controlling, 
but almost everything in the game world 
is composed of 3D objects (the game will 
require a Direct3D-compatible accelerator 
card). The view of the action is fixed; however, it 
does zoom in during conversations and pans and 
rotates during the in-engine cut scenes that usually 
start each level. (There are also about eight rendered 
cut scenes.) 

The levels seamlessly move from outdoor to indoor loca- 
tions, and once you go inside, the roof of the building dis- 
solves, exposing the interior. If you’ve seen the trailer for the 
movie, suffice it to say you'll visit many of those locations and 
bump into many of those characters in the game. 

People will likely want to see the movie before playing the game, lest 
they spoil the movie's surprises. “Yeah, if you play the game all the way 


through, you'll find out how the movie ends,” says Ebert. “But we’re hoping 
you won't be able to play it all the way through before you see the movie.” 
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PLAYING THE ADVENTURE 
At this point, the game looks fairly complete, technology wise. The gameplay 
mechanics are in place, and a few of the levels are complete. All of the music and sounds 
are placeholders because, as Dreskin says, “They haven't been finished for the film.” 
LucasArts will be hiring actors to sound like Neeson, McGregor etc.—aside from their obvi- 
ous press commitments for the coming months, the costs involved with using the actual 
actors would be prohibitively high. 
With all of this in mind, Ebert loads up the game. In this demonstration, they're somewhat limit- 


[BELOW] OBI-WAN DEFLECTS AN ATTACK WITH HIS LIGHTSABER} 
[BOTTOM ROW] QuiI-GON PICKS SOMEONE UP AT A BAR} PANAKA 
DEFENDS THE QUEEN; QuUI-GON TRIES TO NEGOTIATE IN MOS ESPA 
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ed_ in 
what they 
—~ can show, 
| giving an indi- 
cation of the 
diversity of loca- 
tions without giving 
away too many of the 
specifics of the story. 
Despite this, it’s hard not to 
get chills when John Williams’ 
unmistakably riveting score 
blares through the speakers. As the 
opening crawl text moves up on the 
screen, though, something is amiss. 
The name of the game. “Episode |: The 
Beginning.” 
Huh? 
“Hey, we didn’t know what the real title was 
©’ when we did this,” Ebert admits, laughing. It will 
eventually be replaced with “The Phantom Menace.” 
At this point, the game shifts to a rendered cinemat- 
ic scene that also opens the movie. A ship carrying Obi- 
© Wan Kenobi and Qui-Jan arrives at a starship, and after land- 
ing, the game shifts to an in-engine cut scene that utilizes the 
game's 3D characters and sets. 
The first level is more action-oriented than others, and you con- 
trol Obi-Wan. “Qui-Gon is sorta helping you through the whole level,” 
says Ebert, “so it’s almost a training level.” Your main weapon is the 
lightsaber, which can be used to deflect fire and redirect it toward the var- 
ious robots that are patrolling the spaceship. “We do give you access to 
blasters and stuff, but we've tuned the lightsaber to be the best weapon.” You 
can also use the Force to temporarily stun people. 
After escaping the ship, you move on to the next level, which takes place on a 
transport. You'll end up visiting the swamps and cities of Naboo, an underwater city, 
Coruscant, and Mos Espa on Tatooine. Each level has an objective, and once completed 
you move on to the next. On one level, you need to successfully escort Queen Amidala 
though her palace to an escape ship. She will offer clues, and it will be up to you to keep her 
out of harm’s way. 
Some of the levels, such as one on Mos Espa, are more in the mold of the classic LucasArts 
SCUMM adventures (Grim Fandango, Curse of Monkey Island). You walk around town, talking to the 


[BELOW] ANAKIN PREPS HIS MAGHINE FOR THE COMING RACE; [BOT- 
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RACE; THIS TRACK IS TAKEN DIRECTLY FROM THE MOVIE 
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various denizens selling their wares, with the 
main objective being to successfully obtain a 
certain drive for your ship. On other levels, you 
have sidequests that you can choose to com- 
plete. In one particular case, completing the 
task gains you future allies, and not completing 
it causes a slightly more difficult time the sec- 
ond time through the level. 

While you can run through each level and 
just do the things you need to complete it, Big 
Ape is putting a lot of characters off in the 
periphery, where they'll give you more story 
information. “We want people to feel free to 
explore,” explains Ebert, “and you can learn a lot 
about what's going on if you’re willing to 
explore the environment.” 

With that in mind, the team is trying to take 
advantage of what the interactive medium 
offers, like making individual levels non-linear 
So as not to force you to stick to the path of the 
movie. “The film creates such great locations 
and fascinating locations, you can spend so 
much time exploring the worlds and meeting 
other people,” says Dreskin, and lets slip out, “In 
some ways it’s more interesting to live it than to 
watch it....” That would probably be news to 
Mr. Lucas.... 


If you've seen the trailer for the movie, you may 
remember the first-person scene from an 
unknown craft moving at incredible speeds 
across the desert. It turns out that the craft is a 
racing vehicle—a pod—that serves as the basis 
for Racer. In the movie, it’s a 10-15 minute 
sequence which is something of an homage to 
the great chariot races from Ben-Hur. Carrying 
out that analogy, Tosti describes it as “two pow- 
erful horses and you're in this tiny chariot being 
pulled.” Only in the case of the movie and the 
game, the horses are giant engines, and the 
chariot is a hovercraft. 

The pods themselves are hovercraft, which 
causes them to hug the surface of the planet 
except in instances where they jump. The pods 
are connected to giant engines with flexible 
cables, which can bend and get wrapped up in 
things. The engines themselves are connected 
to each other by a magnet (which, in the trailer, 
shocks the floppy-eared fellow). You turn the 
pod by adjusting the throttles of the engines, 
and not unlike a modern jet engine, flaps pop- 
up on the engines to brake the pod. 

In the movie, the races occur on Tatooine, 
and Jabba the Hut is the Don King-like figure 
who sanctions the event. But it’s sort of an out- 
law sport, and people bet on it. While the 
game doesn't have betting per se, you can 
alter the balance of the winning purse 
between the top three positions, all the way up 
to “Winner Takes All.” 

Each racer has a unique pod, and in the 
movie you'll see a total of 18. Anakin is the only 
human pilot, and his burgeoning Jedi skills are 
what makes him such strong competition for 
the more “experienced” alien opponents. Tie 
initial pods were all designed by Lucasfilm for 
the movie, and some extras from the film will 
sneak their way into the game, possibly as 
unlockable secrets. Surprisingly, Tosti says the 
3D models in the game are actually more 
detailed than those in the film because “[in the 
movie] they move so fast.” 
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IN-ENGINE CUT SCENES [TOP] SET UP MOST OF 
THE LEVELS... WHILE RENDERED ONES [BOTTOM] 


INTRODUCE MAJOR PLOT POINTS 


RACE GAME 1017 

The game follows the standard race game struc- 
ture—win, upgrade, win some more. The pods 
will be upgradable, with parts that LucasArts 
had to evolve from the basic designs supplied 
by Lucasfilm. You purchase additional goodies 
from the junk dealer Watto (who also makes an 
appearance in the adventure game) to upgrade 
your ship. A visual will show you the negative 
and positive enhancement the part will have on 
your pod. Each pod has unique control attribut- 
es, including some that have more power, bet- 
ter handling, etc. One pod is donut-shaped with 
no external view—you use a holographic pro- 
jection to see the track. 

The pods bump a lot during the races, and 
craft with heavier mass have an advantage— 
assuming, of course, they can catch the faster 
pods. All achieve top speeds between 600- 
800MPH, which the game’s 3D-accelerated 
engine seems up to the task of properly repre- 
senting. The pod can take damage during the 
race, which will be visually represented, and 
some repairs can be made on the fly (so to 
speak). At the end of the race, you'll need to 
spend credits to get it fixed up completely. You 
can also salvage pods that crash during the races. 

Initially you can choose from six characters 
(including the two pivotal characters from the 
scenes in the movie, Anakin and Sebulba), 21 
tracks, 7 planets, and a champion on each plan- 
et. His pod becomes unlocked if you beat him. 
You will not be required to “win” that final race 
in order to progress, but you'll get fewer credits 
and won't unlock the new pod. 

Track-wise, some of the worlds for the race 
tracks are taken from both Episode | and classic 
Star Wars mythology, while others were created 
specifically for the game. Some of the locations 
include Tatooine and a penal colony (where you 
travel through zero-g connections between 
asteroids). The tracks vary greatly in length, with 
the Tatooine track being the longest at four 
minutes per lap, while others can be lapped in 
less than a minute. 


MULTIPLAYER RACING 

The game will feature multiplayer support, but 
the total number of players is yet to be deter- 
mined. Over a LAN it’s likely that you'll have 
the same upper limit of players—between 8- 
12—as you do with the single-player game 
(it’s more of a framerate than network prob- 
lem.) As for Internet play, four is likely the 
upper-limit. “The problem with Internet play is 
that things are moving so fast. If there’s any 
latency it’s going to be hard to mask it.” 
They’re also trying to work with the MSN 
Gaming Zone to allow player information 
(wins, losses, best times etc.) to be retained, 
which will allow better matchmaking. 

The setup for a multiplayer game is similar to 
that of the solo game. You'll be able to set 
whether or not you want upgrades, allow a 
fixed amount of credits to be spent on each 
pod, set the number of laps, the damage levels, 
etc. There will also be an observer mode for 
people to just watch the race. Tosti says they’re 
working on creating different color schemes to 
better differentiate players who select the same 
pods in a multiplayer race. 
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HUH? 
OK, so you proba-  « 
bly didn't expect the 
first Episode | products 
to be an action/adventure 
hybrid and a racing game. 
You may be wondering why 
LucasArts didn’t do a 3D shooter 
a la Jedi Knight or an epic space 
combat simulator like X-Wing 
Alliance? “There’s no doubt that with 
subsequent games you'll see us get into 
genres we have previously been successful 
with,” says Sarris. “When you see the film, you'll 
see that there are obviously elements that lend 
themselves to games.” 

A big drawback to doing games in the above gen- 
res is timing. 3D shooters tend to be delayed, and few 
licensed games have been released simultaneously with 
the movie they’re based upon. Obviously it’s within 
LucasArts’ best interests to push for a simultaneous release in 
order to build off what's sure to be an unprecedented demand 
for everything Star Wars. 

However, LucasArts is adamant that these games aren't being 
rushed out solely to capitalize on the hype around the movie. They 
point out that they've all had standard 18-24 month development cycles 


h 


GREAT EXPECTATIONS 

It’s hard to say there’s ever been a media event, much less a movie event, that 

equals the anticipation for The Phantom Menace, and expectations for the games is 

likely as high as that for the movie. Unless they deliver transcendent gaming experi- 
ences, they will be perceived as a letdown. 

LucasArts is confident their products will be satisfy Star Wars-hungry gamers. “In the 

same way that the classic Star Wars games met people’s expectations,” Sarris says, “we 


think these will too.” You'll be able to judge for yourself when the games appear on store 
shelves in May. 
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MECHWARRIOR 3 © MICROPROSE 


handful of sea birds wheels 
into the sky from the shore of 
this tranquil seaside village. 
The surf laps gently at the sand 
and a fishing boat bobs beside a short 
pier. Past the wooden buildings, which 
wouldn't look at all out of place in New 
England or on the coast of Ireland, gently 
sloping hills cradle the little burg. Clouds 
drift past the sun and throw dappled light 
onto the scene. If it weren't for the 75-ton 
Madcat BattleMech rising from the water, 


this could easily be a 19th century land- 
scape painting or an engraving for a 
Herman Melville book. 


The ‘Mech smashes into the boat, which rolls 
over and breaks in half while the dock splinters 
into planks. It lifts its bulk out of the surf, press- 
ing deep prints into the soft sand. The bipedal 
Madcat crashes through some power lines, 
which snap in half and dangle from their poles. 
It comes against a building and rather than 
stopping at the obstacle, it steps up on top of it 
and smashes it down. A man runs out of the 
building and flees the 50-foot tall ‘Mech. And 
the firing hasn't even started yet. 

The brand new MechWarrior 3 engine does 
all this and more. This impressive piece of tech- 
nology may very well thrust its developers at 
Zipper Interactive into the limelight. Zipper 
was founded in 1994 by Brian Soderberg, who 
brought several software engineers and artists 
from his previous employer, defense contractor 
Loral. Zipper’s first title was DeathDrome, a dri- 
ving/first person shooter hybrid published by 
Viacom New Media just as they were being 
closed down. They’re second title was 
MicroProse’s recent “lite” flight sim, Top Gun: 
Hornet's Nest, followed by Electronic Art’s 
Recoil, which is similar to DeathDrome. 


New ‘Mech, new tech 

MechWarrior 3 uses some components from 
Zipper’s last two games, “But the engine has 
been greatly enhanced since those games were 
completed,” says Soderberg, “Areas of focus for 
enhancements include lighting, shadows, 
deformable terrain, vehicle dynamics, special 
effects for weapons, and Al.” The engine, 
dubbed GamezZ, will support hardware acceler- 
ation through Direct 3D, but it will also include 
a software renderer. “This substantially broad- 
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A group of ‘Mechs is called a lance 


ens the market for the title, unlike other ‘mech 
games that are limited to hardware only,” he 
quips, perhaps referring to Heavy Gear II's 3D- 
only Darkside engine. Soderberg stresses that 
MechWarrior 3 will run on a wide range of hard- 
ware, all the way down to a P166. “Even at 
320x200 it looks great,” he says. 

The new engine is capable of some remarkable 
tricks with terrain. “The GameZ engine creates 
and interacts with a wide range of soil types and 
characteristics,” explains Soderberg, “This allows 
all ‘Mechs, Elementals [small and agile ‘Mechs 
similar to powered battle suits], vehicles, and 
weapons to interact realistically with the terrain. 
‘Mechs running on various surface types will pro- 
vide half a dozen different responses, such as 
leaving dusty trails, footprints in snow, cracks in 
asphalt, and wakes in water. The weapon 
strength will determine the effect on the terrain 
surface. A large missile will leave a true geometric 
crater stitched into the originally smooth surface. 
The engine will maintain correct texturing and 
smooth shading in the post-cratered surface.” 
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There’s a new MechWarrior in town 


by Tom Chick 


Some examples of the running animation in action 


MechWarrior 3 will also present realistic interac- 
tion with water. “There are many missions with 
water, including flowing rivers and large coastal 
ocean beaches,” says Soderberg, “The ‘Mech can 
cross rivers, or breech waves along the beach, 
leaving a large wake or small ripples around his 
legs depending on its speed.” But water isn’t just 
an aesthetic feature. “The water can be a useful 
hiding place. A ‘Mech can stand in arm-high 
water and then crouch to completely submerge 
and wait for an enemy to pass by before launch- 
ing a surprise attack.” 


‘Mech me happy 

The engine also does some impressive detail 
on the ‘Mechs themselves. One of the first 
things you'll notice is the number of moving 
elements on a ‘Mech. For instance, each plate 
on a footpad is separately articulated. There are 
different animations for various speeds, so you 
can tell how fast a ‘Mech is moving by its gait, 
from a slow walk, to a casual trot, to an all-out 
run. When a ‘Mech pivots its torso as far as it 


fae 


can go, its arm can continue rotating to fire 
beyond the limit of its torso twist. When 
weapons hit a ‘Mech, its chassis and limbs will 
jitter from the recoil. Although most of these 
motions are based on physics, there are some 
spectacular pre-scripted death animations. 
‘Mechs will limp if their legs have received 
enough damage. Also, if a ‘Mech is hit hard 
enough, either by weapons, collisions, or falling 
terrain such as rocks or bridges, it will stagger 
and perhaps be knocked over. “It’s cool to 
watch the falling and rising actions of these 
giant ‘Mechs,” says Soderberg. 

Damage skins have been carefully integrat- 
ed with each ‘Mech’s paint scheme. “The player 
has the ability to pick one of eight paint 
schemes, or skins, for his ‘Mech,” says 
Soderberg, “Once in the game, however, 
weapon hits will begin to dynamically deterio- 
rate the texturing, leaving the player’s skin a 
charred mess after a long battle. The texture- 
mapped skins are algorithmically altered using 
weapon damage patterns smoothly blended 
into the original ‘Mech skin pattern.” 

From inside the cockpit, there’s an impres- 
sive sense of the heft and motion of your 
‘Mech. The player’s viewpoint moves indepen- 
dently of the cockpit artwork, so the impact of 
footfalls, weapon hits, and recoil all have visual 
feedback. The ‘Mech will gently sway one way 
and the other as it lifts and places each foot. 
The viewpoint will jerk and bob as the ‘Mech 
steps over obstacles and leaps from small rises. 


Hard or soft? 

As for MechWarrior 3's overall complexity level, 
it’s similar to what players enjoyed in 
Activision’s sims. “We have worked hard to 
make sure the game stays true to the 
MechWarrior 2 legacy, with respect to support- 
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[top left to right] Weapon hits register different effects on different surfaces, from 


splashes in water to glowing balls of plasma against a ‘Mech to sparks ricocheting off 
armor [left to right] Ordering your lancemates to go in front may not be conducive to 


their health 


ing the great ‘Mech features of the past, as well 
as coming up with some new interesting fea- 
tures,” Soderberg says. “The game isn’t less 
complex than MechWarrior 2, but we've tried to 
make some of the controls more intuitive.” 

The interface will support joysticks, but 
probably the most commonly used control 
scheme will be similar to first person shooters: 
you'll steer the ‘Mech with the cursor keys 
while using the mouse for the torso and aim- 
ing. The mouse controls the targeting cursor 
and swivels the torso when you move it to the 
edge of the screen. One of the most useful and 
unique additions to the genre is a small zoom 
window that pops up under the targeting cur- 
sor when you hold down the right mouse but- 
ton. This inset window moves with the cursor, 
allowing you to scan distant horizons or zoom 
in on components of an enemy vehicle. You'll 
be able to lock onto specific areas of another 
‘Mech to concentrate attacks on a leg or a par- 
ticularly troublesome weapon. Location-based 
damage works according to the way ‘Mechs are 
configured between missions. 

The BattleTech series created a lot of the 
weapons now regarded as standards in the 
genre. MechWarrior 3 will include Lasers (pulse 
and ER variants), PPCs, Gauss Rifles, Flamers, 
numerous AutoCannons, Long and Short 
Range Missiles, and Streak Missiles. There will 
also be components available to enhance your 
‘Mech. The NARC Missile Beacon, when suc- 
cessfully fired at an enemy, will attract all guid- 
ed missiles towards its unfortunate victim. The 
Artemis IV Fire Control System can be 
equipped with a launcher to allow its missiles 
to follow terrain like cruise missiles, bobbing 
over any intervening hills or structures to get at 
hidden targets. If you're equipped with a C3 
Computer, you'll be able to share radar cover- 


By the sea, by the beautiful sea 
get specific components on enemy ‘Mechs 


Use the inset zoom window to tar- 


age with friendly ‘Mechs. Note that all the 
above toys can be canceled out if you’re fight- 
ing a ‘Mech with an ECM Suite. 


In the shop 

‘Mech configuration between missions will 
depend largely on what the player has been 
able to salvage during missions. But rather than 
modeling salvage through abstract buying 
points or credits, it’s a part of the gameplay. 
“One important new feature is the Mobile Field 
Base,” Soderberg explains. “These salvage and 
refit vehicles are managed by the player by com- 
manding them to drive from point to point as 
you work your way through the mission. You 
must clear the way of enemies before bringing 
them to the front lines, as they are considered a 
primary target of your enemies. The value of the 
MEBs is immense. They will salvage chassis, 
weapons, equipment and ammo left in the bat- 
tlefield from destroyed ammo dumps, enemy 
vehicles and ‘Mechs. In between missions, the 
player then uses salvaged gear to configure his 
own ‘Mech and those of his lancemates.” 

Battles are fought in the BattleTech universe in 
groups called “lances.” “You have the ability to let 
your lancemates attack in formation with you, 
using their own battle logic, or they will follow 
your direct real-time commands,” says Soderberg. 
“The player may command lancemates to attack 
or defend bases, other ‘Mechs, vehicles, or any 
desired element in the environment. 

MicroProse handily pulled the carpet out from 
under their competitors in World War Il sims. 
Although it didn’t enjoy the commercial success 
of Microsoft's Combat Flight Simulation, European 
Air War was the darling of hardcore flight simmers 
and a favorite among critics. Whether they'll be 
able to repeat this coup with MechWarrior 3 will 
be seen when the game is released in May. 
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With Team Fortress 2, Valve Software hopes 


| love the smell of napalm in the morning 


parimeter 


'm trying to think of what I could say about Team Fortress that wouldn't sound 


like mindless boosterism, and I'm not able to. It's stupid, but I feel like starting 


my own fansite for it. Robin, John, lan and the rest of the Team Fortress develop- 


ment group have the Half-Life group pestering them to have a playable demo 


about as much as the Half-Life group gets pestered by the Half-Life community. 


Valve Software’s Half-Life revolutionized the 
single-player first-person shooter with its inno- 
vative Al, skeletal animation system, stunning 
graphics, superior level design and ultra-cool 
“real-world” weaponry. The only real gameplay 
gripe was its mediocre deathmatch-only multi- 
player component. 

Don’t worry, multiplayer fans, Valve has 
plans to remedy this. Not with multi-megabyte 
patches like Quake /I, or by constantly attempt- 
ing to fix something initially broken like Unreal. 
Instead, they're teaming up with the makers of 
Team Fortress, the most impressive Quake mod 
in FPS gaming, on Half-Life: Team Fortress 2. 

Released in 1996, Team Fortress grew in pop- 
ularity by offering something typical death- 
match mods (like Rocket Arena or Capture the 
Flag) did not—compelling team based play. 
Instead of a simple frag-fest, the goal was to 
complete objectives on mission based maps, 
versus another team of players, all playing dif- 
ferent classes of character (scouts, engineers, 
etc.,). Valve decided to buy the technology out- 
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—Gabe Newell, Managing Director, Valve Software 


right, and added TeamFortress Software, its 
creators, to the Valve team. 


To add-on or not to add-on 

Originally planned as an add-on to Half-Life, 
Team Fortress 2 has now become a full-fledged 
game that’s scheduled for release this summer. 
The switch has caused much consternation 
with the vocal online crowd, but Vale and 
Sierra's reasons seem valid. Rather than trying 
to shoe-horn Team Fortress concepts into Half- 
Life itself, they decided to use Half-Life as a 
base, and build a new game on top of it. 
However, as a concession to online fans who 
were disappointed with Half-Life, Valve and 
Sierra are, in the near-future, making a conver- 
sion of the original mod available as a free 
download for Half-Life. 

With Half-Life officially out of the way, Team 
Fortress 2 seems on track. But the team is 
understandably taking its time, especially since 
the competition is growing so fierce. Sierra’s 
Dynamix division released the strong online- 


Bazooka Joe is ready to fire as the rest of the team skirts the 
Escorting the trucks to their destination... and hoping the bridge isn’t booby-trapped 


only game Starsiege: Tribes, GT Interactive 
announced Unreal Tournament, and there is a 
little title called Quake III: Arena to consider as 
well. Suffice it to say they are attempting to do 
more than simply reinvent the wheel here, they 


want to take the wheel to a whole new level. 


Concepts 

From a purely conceptual standpoint, they just 
might do it. To start, the game has classes of 
warriors. You choose one of nine classes, and 
you choice determines your abilities and 
weapons for the mission. You won't find any 
random health power-ups just laying around 
the maps, and weaponry or ammo can only be 
found on the slain, or in your own team’s sup- 
ply points. Supply points are maintained by 
the Engineer class, and the only way to find 
healing is to contact, or seek out the player or 
computer controlled “bot” who is the medic 
for the mission. 

Yes, there will be bots in the game. The 
design calls for Al controlled players (bots) like 
those found in Unreal's Botmatch (or the popu- 
lar user-created Eraser and Reaper bots for 
Quake and Quake II, respectively). The idea is 
that when a player logs on he is assigned to a 
team, and is thrust into the role of whatever is 
currently bot controlled (or is given a choice if 
there are options available). The presence of 
bots ensures that full missions can be played 
with only a few players on each side, and that 
the missions can be extremely complex. It’s not 
hard to imagine the complex scripting required 


HALF LIFE: TEAM FORTRESS 2 * SIERRA 


_ by Andrew S. Bub 


to do_for multiplayer gaming what Half-Life did for solo play 


APC unload... Go, go, go, go! 


down Tank attack over the river Kwai 


to get the bots to actually perform specific 
class related goals. 

Team Fortress 2 also promises to inject some 
realism and complexity into its game varia- 
tions. Missions have diverse goals, like assassi- 
nation, territory capture, base defense and cap- 
ture the flag. All told there will be 20 different 
missions and four full campaigns. 

As of this writing, there are nine proposed 
classes: Commander, Light Infantry (Scout), 
Medic, Heavy Infantry, Rocket Infantry, Sniper, 
Commando, Spy, Engineer. All have different 
looks, weapons, abilities, and force a different 
style of play on the gamer. Sierra and Valve are 
keeping a tight lid on exactly what they can 
and can’t do at this time, but early looks at the 
game’s graphics are impressive. Promised is 
more of the skeletal animation utilized so effec- 
tively Half-Life, as well as a new “parametric” 
animation, which allows the designers to add 
more human movement to their creations. 
Kneeling, bending, laying down and head turn- 
ing are all represented on each of the 3D 
polygonal characters. Additionally you can 
drive vehicles like the tanks, helicopters, and 
jeeps around the battlefield. 

While it remains to be seen whether Team 
Fortress 2 will accomplish all that it promises, 
keep this in mind—Half-Life delivered the 
goods, albeit somewhat later than originally 
planned. With online multiplayer games finally 
moving beyond traditional deathmatching, it 
appears to be an ambitious but logical next 
step in the genre’s evolution. 


MEDIC! 


Robin Welker, co-creator of Team Fortress snd Game Desgner/Devlopment Engineer for : 


Mowing ‘em down... Some jobs are best accomplished lying 


Team Fortress 2, answers a few onan about the product. 


What is being done to sche sure Team Fes 2 plays better than Half. Life in multi 
player? Lag seems to be a big concern, and this game would be burt se sieabincs x 
latency problems. te 
[Programmer] Yahn Bernier's sendin all his time on the networking, ae he’ fl i p ee q 
until [the game’s] release. He's looking at redesigning some of the core functionalityof = 
the networking, not so much rennin all of it as ae. whee we’ 've learned with Half-Life 


HIG 
were using too much of the bandwidth, We're also investigating a couple oe cna 
solutions that haven’ t been tried before i in Vitieke Bad Games. oe | 


Tred ane question? Why the moe from add-on to full padu—nany seem: 
abons this. - 
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THE BOARD 


With Starfleet Command, 


omething often happens when a board game gets translated to a computer; 


in many instances you'll see it go through some kind of transformation, 


something that changes it into a new thing that may, at one level, really 


resemble the original but, at another, is something new. This transformation 


is rather like that of a planet in Star Trek that gets hit by the Genesis Device—it gets 


made anew, but it’s still a planet of the same size and base properties. Similarly, the 


hardcore Star Trek board game/miniatures system Star Fleet Battles has been hit by a 


Genesis device as it’s moved to the computer, and the result is the similar—yet differ- 


ent—Star Trek: Starfleet Command, coming your way this Summer care of Interplay. 


The universe is my battlefield 

While the game is tactical, there is a strategic 
shell to it that should be more than vaguely 
familiar to any Trekker. Set about the time of 
the movies based around Kirk and company, 
you'll find a corner of the galaxy that contains 
six major races or groups, at least five of which 
will be playable: the Federation, the Klingons, 
the Romulans, the Hydrans, the Lyrans and the 
Gorn (who may or may not be playable); you'll 
also come across miscellaneous space scum 
like Orion pirates and a variety of potentially 
deadly space entities (including a familiar fel- 
low who makes planets into meals). 

Aside from the pirates, each race/group will 
have its own section of space. These strategic 
holdings will be further divided into sectors, 
and activity within those sectors will vary 
depending on location. In addition to holding 
different chunks of space and having different 
physical styles, the races will actually play dif- 


Each basic hull-type (read: 3D model) will have many variants, created b 


into the hull spaces within those vessels 
squabbling over it all 


ties for information, repair, and/or upgrade 


COMPUTER GAMES 


ferently in the game, largely due to the differ- 
ences in their ship designs and weapons types. 

The single player campaign starts you out as 
the captain of a single lowly frigate (the lowest 
class of ship you can command). As you work 
through missions you'll gain prestige; as in 
strategy games like Panzer General prestige can 
be “spent” on better officers, class upgrades, 
repairs and supplies, or even extra vessels. A 
running total of prestige is also kept for promo- 
tion purposes; as you go up in rank you'll be 
able to spend prestige on more and better ves- 
sels. Do well in a mission and you'll get lots of 
prestige; do poorly, and you'll get little or may 
even lose some. Different things effect pres- 
tige; a victory where you suffer heavy damage 
may actually cost you more than a tactical 
retreat from a mission. 

As you'd expect, the game will contain a vari- 
ety of mission types. In core sectors you'll have 
few if any out-and-out fleet battles; instead, 


you'll be assigned escort missions and pirate 
hunting. In general, the single player campaigns 
will start you out in these sectors, but as you go 
up in rank you'll move on into the hotter border 
sectors, and you'll get fewer “drudge” missions 
and more major combat missions. Interplay’s 
Erik Bethke (the game’s Lead Designer) and 
Chris Taylor (Senior Designer—he’s heading up 
mission design) estimate that a campaign will 
have roughly 30 missions for each race. Within 
these, approximately nine will be pre-scripted, 
to advance a story line. How you get to those, 
though, will depend on the results of earlier 
missions, and what you get after one of the pre- 
scripted missions will depend on how you per- 
form in that mission. The rest of the campaign 
will be filled out by what they call their 
“Dynaverse,” a campaign generation system 
that will look at the gamer’s status within a 
campaign and the game universe and pick an 
appropriate mission from a pool of mission 
types. How you do in a mission will affect the 
Dynaverse’s generation of future missions— 
another level of randomization. By combining 
these randomized missions with pre-scripted 
ones the team gets the best of both worlds. 


Real-time... action? 

Starfleet Command does run in real-time, but 
“variable continuous time” is perhaps a better 
descriptor. (Star Fleet Battles intelligentsia take 
note: you can, at least in single player, pause 
the game to issue as many orders as you like.) 
It’s obvious from talking to Bethke and Taylor 
that they absolutely don’t want to make and 
don’t think they are making a twitch game ora 
click-fest real-time strategy game in the Clone & 


MAIN CAMPAIGN MENL 


y the designers when they put different equipment mixes 
> Starfleet Command's own little corner of the galaxy—six major races or groups are 
Shiver me timbers 


Between tactical battles you'll get to visit your race’s appropriate command facili- 


STAR TREK: STARFLEET COMMAND 


GAME GENERATION 


a Classic design meets the Genesis Device 


Conquer mold. While they are concerned with 
making it as accessible as possible, they seem 
to promote depth of gameplay as much or 
more. They (and others on the team) are Star 
Fleet Battles fans, and Starfleet Command shows 
an awful lot of that heritage in its design. The 
real-time play is the single largest change, and 
caused a few changes to the Star Fleet Battles 
system, but over all fans of the board game 
will, in pretty short order, feel at home with 
what they’re given. 

The core, and bulk, of the gameplay revolves 
around tactical starship combat. While there 
are some small auxiliary craft (shuttles and, 
possibly, fighters), most of the vessels por- 
trayed are big—think Navy instead of Air 
Force—and the gameplay will reflect this. 
You're not leading a wing of zippy-flippy X- 
Wings (nor a zippy-flippy Enterprise as in earlier 
Star Trek games), you're commanding a group 
of large, somewhat awkward, heavily-armed 
and shielded ships in a detailed tactical dance. 
At a minimum, you'll command a single vessel 
(indeed, some missions will be mana a mano 
encounters); eventually you'll work your way 
up to a core force of three ships, and you may 
be given up to three others to command in any 
one mission. On top of this, you may have up 
to five allied ships under Al control, for a total 
of 11 ships on your side. 

In the tactical battles your ships will deploy 
out across a flat grid. While the game’s engine 
is fully 3D (you can spin, twirl, and zoom the 
view), the actual battles are fought out on this 
2D grid, something both in keeping with Star 
Fleet Battles and something that helps keep you 
oriented when you're playing. Recall the 


If you’re this close, you better hope it’s friendly, or else your shields had better be really, really good 
the threats you’re facing... at least, the ones intelligence knows about 
station...with dire results for at least one ship 


Command part of the title; that’s your role in 
these battles, to command. While you issue 
helm movement orders, you don't really “fly” 
the ship; while you click on a target, you don't 
aim and fire the weapons. Your level of com- 
mand depends on your rank and placement; 
even if you're of high enough rank to com- 
mand several ships, you’re only ever directly 
captaining one, and issuing general orders to 
the rest of your fleet (you can, however, change 
command from one ship to the next; Interplay 
isn't certain yet if this will be just a gameplay 
switch or a in-game ship-to-ship transport). 

While beginning gamers may play in the full- 
screen map view, normal gamers will have the 
command interface up for the depth of control 
it gives you. Different command displays repre- 
sent different officers, functions, or sections on 
your ship: the helm display lets you issue 
movement orders, the science section lets you 
launch probes and focus your scans, the 
weapons Officer lets you set up weapons 
groupings and point defenses, and so forth. In 
all, some 350 ship designs and variants (out of 
over 2000) have made it into the computer 
game, and the system is such that more could 
be added later. 

Combat will usually be the name of the 
game, but it may take different forms. In addi- 
tion to one or more enemy ships, you may 
encounter space stations, asteroid fields (some 
with large near-planetoids), black holes, nebu- 
lae, planets, and more. Some missions will be 
pure cheek-to-jowl slugfests, others will include 
protecting innocents, and yet others may tie in 
diplomacy (where one side’s trying to gain new 
allies, you can bet another will try to mess 


INTERPLAY | 


by Scott Udell 


things up...). Between ships, stations, space 
objects, and other... artifacts, the game will 
have over 50 models. 


My enemy, my ally 

In addition to the single player campaign and 
the skirmish mode, the game will support the 
expected mix of multiplayer options: TCP/IP 
(both direct connect and via some form of 
matching service), IPX, modem, and serial con- 
nections. Bethke thinks that initially they'll have 
just a basic chat/matching service, but eventu- 
ally they'd like to do a full-up Starfleet Battles 
service that goes beyond plain chat-and-con- 
nect. The game will support up to six players, 
be they human or Al. You can fight missions 
co-operatively with humans and Al, go all 
human against the Al, or most any other 
combo you can think of. 

Interplay thinks they have something here—a 
translation of a successful board/miniatures 
game into a computer format. Taylor says flat out 
that “Some of the things you do in the 
boardgame just do not translate well to the com- 
puter.” Nevertheless, he and Bethke say they’ve 
brought in many Star Fleet Battles fans who, after 
spending some time with the game, have gener- 
ally felt quite comfortable with it. Likewise, 
they've brought in non-Star Fleet Battles players 
and exposed them to the game; those not look- 
ing for a pure Clone & Conquer experience have 
responded positively (for the rest, Interplay will 
be releasing Star Trek: New Worlds [CGS+ 97] later 
in the year). It takes guts to release a truly hard- 
core strategy game (be it real-time or turn-based) 
in today’s market, and there’s little doubt: Star 
Trek: Starfleet Command is hard-core. 


[FIRE 
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Tactical briefings lay out 


Red alert! A Federation fleet assaults an enemy space 
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[left to right] A harsh reminder of days gone by 


interface this time around 


SYSTEM SHOCK 2 * LOOKING GLASS TECHNOLOGIES 


ack in 1994, most games were still pure. A shooter was a shooter; an adven- 
ture was an adventure; genre boundaries were sacrosanct—except to some 
folks. Among them were members of a team of free thinkers at Looking Glass 


Studios who brought us a little gem called System Shock. Ahead of its time in 


a lot of ways, this role-playing-action-adventure hybrid held a small cult following of 


people who didn’t care about boundaries. They cared about science fiction, they cared 


about gameplay, they cared about techo-tinkering, tension, and...Cheetos. There was 


much rejoicing amongst these gamers when it was announced last year that System 


Shock 2 was in utero. And not only that, it has quite a few of the same parents. 


So what is it? 
What is it, anyway? Since nowadays a hybrid is 
more acceptable and easy to describe, let’s call 
it an action-RPG with adventure elements...or 
an RPG-action game with adventure ele- 
ments...or a World War II flight sim with chess- 
puzzle elements—er, no. Lead designer and 
Irrational Games president Ken Levine said, 
“System Shock was a successful enough title, 
but not the blockbuster it deserved to be. | 
think the problem that a lot of people had with 
the first one, | mean getting the first one, is that 
it was this very interesting hybrid... People 
were still just getting the first-person thing...” 
Well now that we've gotten it, thanks to 
the pioneering of U/tima Underworld and the 
like, we’re looking at a story-oriented RPG 
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experience where, yes, you run around and 
shoot things, but it’s not mindless, purpose- 
less Quake-style shooting. Here the story is 
always with you, and although they’re not 
using the same kind of race-against-the-clock 
paradigm, the dramatic tension looks as 
though it will be thick enough to slice. 
They've smoothed out the interface tremen- 
dously—Shock was extremely unapproach- 
able and unintuitive to many—and the result 
will be an easier-to-play experience where 
your battles will be against the game villains 
rather than against the controls. 


_SHODAN, forty years after... 


Players of the first game will remember the 
ruthless computer that controlled operations 


Be careful, SHODAN has plans for you 


\ 


4 


Wi 
Ce i 
Ns 


mt 
PALM . RE 


RoLH 


sos tee dtneeeaa } A Sy 
Me 4 le ew 
ee a ta he es 


fara ms 


ea rte on 


re ee = aes i 
IVETITOry: | 


A much more intuitive 


K TO THE SYSTEM 


The hybrid returns....the world is ready 


by Cindy Yans 


on space station Citadel where you, an inden- 
tured hacker, awoke from a healing coma and 
found that SHODAN had hit the fan. SHODAN 
was an incredibly menacing presence 
throughout the game, and guess what? She’s 
back—in full force (voiced once again by the 
evil Teri Brosius). Created by TriOptimum 
Corporation, SHODAN nearly destroyed the 
world. Needless to say, TriOp fell out of favor 
with the powers that be and were told to 
stand in the corner and think about what 
they had done—for over thirty years. When 
one of their scientists created a faster-than- 
light (FTL) mechanism, the paramilitary 
Unified National Nominate (UNN) was ready 
to do anything to acquire it. They allow TriOp 
to step meekly from the corner to develop a 
prototype which, when it was successful, 
spawned the creation of the first FTL starship, 
the Von Braun. Not wanting to give TriOp 
another chance to bungle and toy with world 
annihilation, however, the UNN sends a mili- 
tary babysitter along on the first mission. It 
comes in the form of a destroyer ship, the 
Rickenbacker, which is literally physically 
tethered to the Von Braun—Siamese space- 
ships, as it were (or “conjoined” for the politi- 
cally correct). Players will travel through both 
ships during the course of the game, and 
even spend a level inside the gruesome crea- 
ture that binds the two. 

As the game begins, you awaken from 
cryogenic sleep after cybernetic implant 
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[left to right] Point blank range>>>Two ship levels and visible ammo—handy> > >The tryst of Maintenance robots 


> > >Wasting a Once-Grunt 


surgery. You remember nothing about the 
events just prior to surgery, nor do you know 
about anything that’s happened since. Via 
devices similar to those in Shock (logs, e- 
mails, etc.), you realize that something is terri- 
bly wrong. You get a message from Polito, 
who had arranged your surgery but whom 
you don’t remember actually encountering. 
She wants you to go immediately to meet her 
on Deck 4. Like Rebecca Lansing in the first 
game, she serves as your introductory contact 
and as an impetus to act. 


_-What.o character _ 


The game’s character creation module will be 
more immersive than we’re used to seeing in 
most role-playing games. You must choose a 
branch of the military and go through various 
training components in order to gain your ini- 
tial skills. Choose one of three branches: the 
Marines, which focuses on the weapons skill; 
the spaceborne Navy, which focuses on tech- 
nical training; or the secret black ops division, 
the OSA, which focuses on psionic powers. 
You're initially on Earth where you visit 
recruitment robots who give you a spiel about 
what their particular branch is like. After you 
choose, you travel to the space station that is 
germane to that branch of the service, where 
there are a number of shuttle bays that have 
different missions for special skill training. You 
go on training missions for a virtual year and 
when you return you learn about the skills 
and traits that you have acquired. 

Unlike the first game where everything you 
encountered was strategically “good to get,” 
here you'll have choices. You'll only get a cer- 
tain number of the cybernetic upgrade mod- 
ules (skill points) which you will use at four 
upgrade stations throughout the ship—simi- 
lar to visiting shrines in Ultima Underworld. 
You will also acquire various types of soft- 
ware that you install in yourself (“Number 5 
alive...”) and cybernetic implants of which 
you will only be able to wear one at a time. 
Think of them as “ring slots” in a fantasy RPG. 


_.Who to-shoot and what to shoot ‘em with. 


Given all of this wonderful info about character 
development, let’s not lose sight of just why 
you're developing at all. It’s to shoot stuff, is it 
not? Of course it is. SHODAN is not your only 
problem. There are two factions of evil at work 
here. While SHODAN is a singular cybernetic 
organism, there is a collective evil known as 
The Many. To provide a dramatic contrast (inor- 
ganic vs. organic), The Many is a fleshy commu- 
nal group with a collective consciousness 
(Borg-like, but squishy—ewwww). They spawn 
worm-like creatures called Annelids, which 
burst out of eggs and then are able to alter for- 
mer crew members into monsters known as 
Once-Grunts, with wormy tentacles popping 
out of their heads. The Many have also created 
a type of creature called The Midwife. They 
took perfectly good females, and cybernetically 
altered them into half-robotic nannies to care 
for their young. 

These are only a couple of the more than 20 
polygonal motion-captured monsters that you 
will encounter. They utilize the same Al tech- 
nology as was present in Thief (a good testimo- 
nial), and watch out...they respawn. 

Some of the less exotic but nonetheless 
important monsters are more mechanical. 
There are C3PO-style creatures known as 
Protocol Droids that have been rewired so that 
their reactors are dangerously overloaded. 
They will approach you in a friendly manner, 
but before you can say “Oh, fiddlesticks,” they 
reach you and go spontaneously critical. Ouch. 
Security cameras detect you and send hordes 
of enemies your way, and weapons platform 
turrets will blast you into little bits. What is 
unique about these three items is that if you 
have the skill, you will be able to use them 
against the enemy. You might be able to lure 
the exploding droids into detonating your ene- 
mies instead of you, and the latter two can be 
hacked to your advantage. 

System Shock 2 features fourteen weapons, 
each of which can accept between one and 
four types of ammunition (such as armor pierc- 


ing and incendiary), and can be fired at one of 
two settings—Contact/Explode and 
Timed/Explode. They may also be modified 
numerous times to give you better rates of fire, 
larger ammo magazines, more damage, etc. 
Also, the effect a weapon has on its target 
varies. For instance, a robotic target would be 
largely unaffected by incendiary rounds, but 
armor piercing—that’s another story. 

Some of the weapons include a Pistol, a Psi 
Amp that allows characters with psionic abilities 
to amplify and project their powers into the 
world, a Statis Field Generator that will freeze a 
target in place for variable lengths of time, the 
Mark IV Laser Rapier, and an EMP rifle that har- 
nesses the electrical and mechanical disruption 
powers of nuclear explosions. Of course your 
first weapon is The Wrench—not quite as com- 
pelling, but available. Then you can be Colonel 
Mustard...on Deck 3...with the wrench. 


._Cooperative multiplayer only, please 


Although they are positioning this product as 
primarily a one-character single-player experi- 
ence, they, as have so many others, felt com- 
pelled to include a multiplayer component. Up 
to four players may play cooperatively through 
the story just as it exists in the single-player 
game. What this type of gameplay will offer is 
the ability for each character to specialize more 
than they would be able to in single-player. 
You can hone your skills entirely in one area 
and let the other players pick up the slack. 

In a game player's world where hybrid has 
become the word of the day, rest assured that 
the confusion that existed when System Shock 
was first released will not occur this time 
around. Action-RPGs and Action-Adventures 
and WWII Flight Sim-Puzzle Games are plenti- 
ful. We know what to expect from them, which 
is that we never know what to expect from 
them. So stockpile those tranquilizers until 
System Shock 2 appears on store shelves this 
summer. Ready? As for the original cult of 


, System Shock fanatics, they've always been 


ready. Now maybe we all are. & 
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mong flight sim developers, Rowan may not be as well known as Dynamix, 


Jane’s, or MicroProse, but they’ve got a long history (they began ten years 
ago with the Amiga version of the original Falcon) and a decidedly odd body 


of work. Their wide-ranging flight sims have taken a desultory jaunt from 
World Wars I (Dawn Patrol and Flying Corps) and II (Overlord and Reach 
for the Skies) to Vietnam (Flight of the Intruder) to modern day (Navy Strike, 
a Harpoon/sim hybrid). They even left the realm of the real with a sim called 
Airpower, a game of airship carriers. 


one mee 
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Rowan is setting their latest title, MiG Alley, in a 
milieu nearly as underrepresented among 
flight sims as the historical/hypothetical world 
of Airpower’s zeppelin carriers: the Korean War. 
The air war over Korea was fought on the cusp 
between propeller-driven and jet-powered air- 
craft. Yet most sims fall squarely on either side 
of this transition. Rowan founder Rod Hyde 
says they have always wanted to do a Korean 
sim, but that country’s mountainous terrain has 
been an obstacle. “We decided to wait until 
PCs were capable of driving a landscape 
engine that could cope with such a large 
mountainous area. It is not just a question of 
contours. The area is huge in comparison to 
Flying Corps and we needed a completely new 
landscape engine to cope.” 

This time around Rowan is building an area 
over thirty times as big as Flying Corps’ relative- 
ly intimate 150x150 kilometer arenas. They've 
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used satellite photography and aerial maps to 
painstakingly draw accurate topography. Until 
you've seen the engine in action, it’s hard not 
to be skeptical when Hyde elaborates on the 
amount of detail they’re modeling. “We have 
accurately mapped the whole of the Korean 
peninsular area to a resolution of ten meters,” 
he says, “We have spent a lot of time increasing 
the realism of the landscape. So, for instance, 
you will find that the rivers are the correct 
width and that the bridges over the rivers are 
part of the landscape.” 

But Rowan is taking on an even more 
daunting task in pursuit of a feature that’s 
almost de rigueur in flight sims these days. 
Recent flights sims without dynamic cam- 
paigns have been taken to task by gamers and 
reviewers, even when they do a good job of 
faking it Jane’s F-15, for instance). Sims with- 
out dynamic campaigns have been regarded 
by some simmers as incomplete: DID re- 


RUMBLE IN THE ALLEY 


released F-22 Air Dominance Fighter with a 
dynamic campaign as Total Air War. Rowan’s 
last game, Flying Corps, did a passable job with 
a semi-dynamic mission structure. This time 
around, though, they’re hoping to give the 
current King of the Dynamic Campaigns a run 
for its money. “Our campaign is even more 
intense that what we’ve seen in Falcon 4.0,” 
gushes Stephen Wickes of Empire Interactive, 
the company publishing Rowan’s sim. 

The structure of the MiG Alley campaign has- 
n't been finalized, but at this point each 
Squadron can be assigned two missions per 
day, giving the campaign a sort of “turn-based” 
feel. Although it won't have Falcon 4.0’s real 
time urgency, it certainly looks comprehensive. 
It also allows for a great deal of the strategic 
planning and pilot management sadly missing 
in Falcon 4.0. 

The game tracks ground forces, aircraft, and 
supply routes throughout the entire Korean 
peninsula, using these factors to determine the 
shifting front between UN and Communist 
forces. Daily briefings list major events and the 
capture of important targets. The player 
assumes the role of Supreme Air Commander 
and assigns his squadrons directives, dividing 
his air power among Air Superiority, 
Chokepoints, Supply, Airfields, Roads, Railways, 
Army Support, and Resting. The computer will 
then generate missions, laying out waypoints 
and targets, and assigning pilots and loadouts. 
These plans can be tweaked or entirely 
reworked by players who would prefer to 


directly manage their aircraft. 
Ground forces are under control of the com- 
puter, but they won't be abstracted as they 
were in DID’s Total Air War: players can watch 
the fighting when they're flying over active 
battle areas. Rowan hopes to create a strong 
sense of the sort of coordinated interaction 
with ground forces that characterized the UN's 
strategy against the Communist forces. 
Similarly, MiG Alley will offer full radio commu- 
nications with your wingmen and traffic con- 
trol, using the now-standard menu system. 


Pilots are as valuable a resource as aircraft, 
since they're all rated according to flying skill, 
combat skill, formation keeping, and leader- 
ship. In the full campaign, you'll fly on behalf of 
one of the pilots; if you die, not only will you 
fail the mission, but you'll also be missing a 
pilot next time around. There will be five mini- 
campaigns that serve as introductions to the 
full campaign. The mini campaigns play like a 
career mode, in which you choose a name for 
your pilot. If he dies, the campaign is over. If he 
does well, he’ll be promoted and can eventual- 
ly work his way up to lead the entire squadron. 
These mini-campaigns are all tied into crucial 
turning points during the war, such as North 
Korea’s initial assault, the UN establishment of 
the Pusan Perimeter, and the Chinese interven- 
tion. As with Jane’s Longbow 2, there will be 
special missions offered depending on the 
player’s performance. Hyde refers to these as 
“gold” missions and mentions a dam-busting 
mission as an example. 

Mission debriefings list the number and type 
of air-to-air and air-to-ground kills, but they 
seem a little short on specifics. But even better 
than a detailed debriefing is MiG Alley’s full 
replay option, a much-neglected feature in 
recent sims. Veteran simmers who have missed 
editable cinematic replays since the first Red 
Baron will appreciate its return in MiG Alley, as 
will simmers who've been stress testing Falcon 
4.0's ACMI. You can key MiG Alley’s mission 
recorder to the guns and have it work like a 
gun camera or use it as a full mission recorder 
(assuming you have the memory to feed it). 


>>[opposite page] A flight goes vertical; unlike many of today’s super-powered jets, 


you won't be able to maintain this kind of maneuver for long with Sabres> > Looks 
like this Sabre’s been through a MiG powered gristmill (notice the damage to the left 
wing)>>A sim fan’s dream—a detailed cockpit with readable instruments> >Mud- 
moving missions will abound as you support ground forces>>[this page] Get ready 
for some high-speed gun battles>>Nailed him!>>A campaign to rival Falcon 


The final file can be edited and saved to make 
movies. All the in-game views will be available, 
although at this point Rowan has to sacrifice 
the instrumentation display during replays. 
| 
AG itiLedielt 
Rowan’s last game, Flying Corps, evolved while 
3D acceleration, multiplayer support, and 
games running in Windows were still relatively 
young. But MiG Alley’s new engine finally leaves 
DOS behind, taking full advantage of Windows’ 
multiplayer gaming support and Direct 3D’s 
bag of tricks. Expect to see the usual suspects, 
such as lighting effects, lots of smoke, and 
explosions with shockwaves, plus some new- 
comers, like long contrails drawn in the sky 
during high altitude dogfights. 

The multiplayer gameplay will build on the 
work Rowan did in Flying Corps, which allowed 
deathmatches and a rudimentary team mode. 
With MiG Alley, they hope to improve the sta- 
bility of their network code, as well as include 
more polished options for these types of game- 
play. Players will also be able to go through the 
mini-campaigns cooperatively with up to eight 
other players. These campaigns can be saved 
and resumed over several sessions. 

The viewing options will be very similar to 
Flying Corps, with Air Warrior-style fixed views 
and a variety of padlocks. Each aircraft will have 
a unique 3D cockpit with reflective glass 
canopies and fully functional instrument pan- 
els. “Peripheral view blobs,” as Hyde calls them, 
along the edge of the screen will track off- 
screen bogeys within the realistic limits of 
peripheral vision. The padlock will also be limit- 
ed to the range of motion of a real neck. 

Hyde, who was an engineer before he was a 
software developer, is capable of discussing at 


Non-vintage 


4.0’s> > Expect to observe plenty of activity that doesn’t involve you directly>> 
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length elements of a flight model like torque, 
energy states, adverse yaw, and the way swept 
wings facilitate mach speed. He ranks a sim’s 
flight model with user-friendliness, graphics, 
and situational awareness as one of the first 
things that a new player will notice. “If any of 
these are not right then there is the chance 
that he or she will not persevere. It does not 
matter how good the rest of the game is, we 
have to get past the first ten minutes.” 


The game will focus primarily on the notorious- 
ly deadly and twitchy MiG-15 (two variants) 
and the slightly outclassed F-86 Sabre (three 
variants). Rowan still holds top honors for the 
finest flight model of World War | era aircraft; 
say what you will about gameplay, but Flying 
Corps has far and away a better flight model 
than Dynamix’s Red Baron II. So expectations 
are high for their work pitting these unique air- 
craft against each other. Also flyable in MiG 
Alley are WWII holdover P-51 Mustangs and the 
F-80 Shooting Star and F-84 Thunder Jet for 
ground attack missions. There are at least a 
dozen other aircraft which will make computer- 
controlled appearances, from F4U Corsairs to B- 
29 Superfortresses. Hyde claims to be able to 
model up to 200 aircraft in a single encounter, 
but what these epic furballs will do to framer- 
ate has yet to be seen. 

Rowan can't be accused of pulling any 
punches with their plans for MiG Alley. 
Considering its terrain engine, flight model, 
and dynamic campaign, this isn’t exactly a 
modest proposal. When it arrives late this 
summer, flight simmers will get a first hand 
look at how well Rowan’s ambition has 
served them. @ 
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One major new weapon system: helicopters 
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Marching to the sound of the guns... and missiles, and helicopters : 


hen one of your game’s has “Volume |” in its title, you’ve given 
folks a pretty good indication that you're planning a Volume Il, 
and so it is with TalonSoft’s The Operational Art of War series. 
Last year saw Volume I, which basically covered World War Il, the Korean 
War, the Israeli War for Independence, and a number of hypothetical 
conflicts that posited the Soviets coming West. (As an aside: wily sce- 
nario designers soon realized that a number of Third World nations used 
WW Il-era equipment well into the ‘70s, and from this they developed 
scenarios based on relatively recent wars between nations you may not 
have realized even possessed armies.) 

While this was all well and good, the system just couldn't handle mod- 
ern conflicts, those that either happened or could have happened, so a 
follow on, covering operational-scale war from 1956 through the near 
feature, has been in development for the last year or so. The technology 
and conduct of warfare has advanced a lot in the 50 years since WW Il, 
and Volume |] aims to reproduce as much of this as it can. 

Before getting into the new features, though, best to describe the basic 
product. As you might guess from the title, the game covers conflicts that 
are operational in scale. Norm Koger, the game’s designer, uses a some- 
what flexible definition of the term “operational,” so you'll see units rang- 


ThezD 
view ofthe | 
opening 
moves of the 
same battle 


The 
Egyptians 
poised to 
SuezCanal 
andover- 
whelmthe | 
Bar-Lev Line 


COMPUTER GAMES 


ing in size from companies on up through corps, and maps divided into 
hexagon grids as small as 2 kilometer across or as large as 50 kilometers. 
As mentioned, you'll get historical and hypothetical scenarios from some 
50 years of warfare, and as with its predecessor the game includes map, 
unit, and scenario editors so you can build your own battles. 

New to the game are a variety of weapons systems that either didn’t 
exist in the period covered in the earlier game or were just seeing the 
light of day. These include helicopters (both attack and several sizes of 
transport), guided missiles, exotic armor on some vehicles (reactive, com- 
posite, etc.), SAMs, and, possibly, satellites. In some cases these will just 
need additions to the database (now about twice as large as the origi- 
nal), but in other cases there will be basic changes to the game’s system. 
For example, headquarters units may be broken down into command 
and support capabilities; if you’re lucky, you may achieve a “critical hit” 
on a command group, thereby immobilizing a unit for a time even when 
you haven't destroyed its direct combat power. Civilian and military 
police units will help you reduce movement costs in dense terrain (traffic 
control), and civilian groups may make their first appearance on the bat- 
tlefields (although this hasn't been decided on at press time). 

The original game faced some fire for various design decisions, partic- 
ularly in how supply and withdrawal from combat were handled. While 
some of these concerns have been addressed in patches, Koger and 
TalonSoft are looking at more for The Operational Art of War Volume II, 
including, possibly, the use of supply depots (particularly important for 
replicating POMCUS sites in WW III scenarios). These and other systems 
are getting looked at and, in some cases, overhauled. All because of 
grognard grumbling? Sure, but that grumbling’s liable to bring us a bet- 
ter game in the end. -Scott Udell 

The Operational Art of War, Vol. Il: 1956-2000 « TalonSoft « 
Windows 95/98 
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Apotential scenario list 

While only a few scenarios (most of them unfinished) were included in the build we 
looked at, TalonSoft already has a tentative list of scenarios they expect for the final 
game. In addition to those listed below TalonSoft’s Bob McNamara says they'll also try 
to do scenarios on NATO vs. Warsaw Pact in '76 (hypothetical) and the Tet Offensive in 
1968 Vietnam (historical) if time permits. . ae coe 


Middle East (1956) 

Cuba (1962) 

NATO vs. Warsaw Pact (1965) 
Vietnam (1965) 


Vietnam (1966) 
Middle East (1967) 
USSR vs. China (1969) 
Middle East (1973) 


NATO vs. Warsaw Pact (1984) 

Iran vs. Iraq (1984) 

Desert Storm (1990) 

Middle East (1999) 

Communist China vs. Taiwan (1999) 
Korea (1999) 8 
Pakistan vs. India (1999) 


Historical 
Hypothetical 
Hypothetical 


~ Historical 


Historical 


Historical 
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The Sequel to the Best-Selling Flight Combat Simulation of 1996 & 1997 


LIGHTING 


Featuring Voice-Over-Net: 


When you're pulling 9 G's with full rudder and trying to shake that bandit that’s stuck on your six, 
you don't have time to let go of the stick to "chat" to your wingman for help. 


Introducing F-22 Lightning 3 with Voice-Over-Net technology. Now you can simply push a 
button to talk to your wingmen, just like real pilots do. Novalogic's NovaWorld™ servers provide 
exclusive support of Voice-Over-Net technology, allowing players to enjoy voice communications 
during combat with over 120 other players. Voice-Over-Net can even be used with a 28.8K 
modem over a standard Internet connection. Finally, technology that can save your life. 


Stop Chatting, Start Tlralking. 
NOVALOGICE ee “GOT ’EM, SCRATCH ONE MIG!” 
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Taking the Renegade downtown 


Flying away ona wing, a 
prayer, and cool new planes 


equels are always tough. In the game world, a sequel usually 
means the earlier game (or games) did well enough to warrant fol- 
low-ons, but that means you've got to strive to give gamers an 
experience as good or better than before (not that this always happens!). 
In the world of General Aviation (i.e., non-combat) flight sims, things are 
even tougher as every publisher has the monolithic Microsoft Flight 
Simulator series to overcome. Some publishers—Sierra, Gathering of 
Developers—have chosen to take Microsoft head-on, developing gener- 
al-purpose sims that portray North America and Europe (Sierra's ProPilot 
‘99) or the entire world (Gathering’s upcoming Fly!) in low to medium 
detail. Looking Glass, though, has chosen to stick to their different drum 
beat, and remain focused on recreating a single area in extreme detail, 
detail good enough that, if you were to live in the area, you could pick 
out your house or apartment building (yes, there’s a good chance you 
can do this in Flight Unlimited II). 

All is not a rehash, though (the bane of sequels). For one thing, 
Looking Glass has flown up the coast from their previous game, giving 
you Seattle to explore this time around. The game’s terrain is modeled to 


In addition to the five aircraft originally offered in Flight Unlimited II 
(DeHavenot Muskrat, Trainer 172, Piper Arrow, Beechcraft Baron, and P- 
51D Mustang), five new planes will be taxiing onto screens in the sequel. 


Mooney TLS Bravo 
The top of the Mooney line, 
the TLS Bravo (also called the 
M20M) can reach speeds as 
high as 230 mph (205 ktas). 
According to Looking Glass, 
this high-tech craft is known 
as the “Ferrari of General 
Aviation.” 


BeechJet 400A 

Slightly slower than late 
model Lears but faster than 
Cessna Citations, the 
BeechJet 400A, with its 1800 
mile range and 520 mph 
cruising speed, should let you 
quickly explore the width and 
breadth of the Seattle area. 


Lake Turbo Renegade 270 
The flagship of the Lake Aircraft 
line, this amphibian offers the 
ability to land and take-off 
while turning—great for explor- 
ing those small Pacific 
Northwest lakes. 
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a resolution that Looking Glass claims is the highest used in a computer 
game—down to some four meters per pixel. The game will feature 10 
aircraft, five old ones and five new (see sidebar). The aircraft visuals 
themselves are what Looking Glass calls “blueprint quality’—they took 
the manufacturers’ specs to build up the planes, then they recorded 
sounds right from the physical planes to make certain noises you hear 
are authentic. The ever-important flight models are developed from the 
planes’ operations manuals and from flights in the planes themselves, 
and they've been having a commercially-licensed pilot thoroughly test 
each plane. 

Weather has always been a hallmark of the Flight Unlimited series, and 
Looking Glass continues the tradition. The Seattle area is quite complex, 
weather-wise, so expect to see rain by the coasts on up to snow in the 
mountains. Weather systems will be fully dynamic, changing over the 
course of your flying based on real-world conditions like mountain uplift 
(important in the Seattle area), humidity, temperature, frontal movement, 
and even phases of the moon. Weather's not the only thing that’s dynam- 
ic: expect to see plenty of other air and ground traffic in the world, traffic 
that will react to you (in other words, no more mindless taxiing across 
another aircraft by computer-piloted 747s). Add to this a full air traffic 
control (ATC) system and your flying will be involved indeed. 

With the game due out not long after you read this, only one question 
remains: will you be able to buzz all those game developers in the Seattle 
area? —Scott Udell 

Flight Unlimited 
lil * Looking Glass ° 
Windows 95/98 
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Eldar elixir, Tyranid two-step, 
and Imperial impertinence 


trum: War Machines, Devastator Squads, Scatter 
Lasers, Apprentice Harlequins, Assault Troops, and so 
on. The game extends the unit enhancement system 
used in People’s General, giving the game what SSI 
calls an “RPG” like element. When you buy a unit, it 
may be customized (at a cost in Glory); a few of the 
customizations include Conversion Fields, Eyes of 
Kurnous, and Chronal Jewels. Similarly, as a unit 


f there’s any problem with representing modern military forces in a gains experience you may be able to upgrade it or give it new warrior 

game, it’s that they’re often drab and gray (olive and feld, to be spe- skills or psyker powers; advance far enough and a specialized unit can 

cific)—there’s little pageantry with which to spice up gameplay. This become a hero unit. Units can explore structures on this lost world; in 
effect has, to some extent, been seen in SSI's General games; while things | them they may find auxiliary units, instant bonuses, or even special arti- 
have gotten better, none of them (even, to facts. All told, there are some 50 special 


some extent, Fantasy General) have really 
been, well, flashy. On the other hand, one 
thing the Games Workshop Warhammer 
gaming universe can never be said to lack is 
flash—the universe just oozes pomp and 
circumstances. So, take the simple, fast, 
intuitive gameplay of the General series and 
merge it with a Warhammer universe 
(specifically, the Warhammer 40,000 uni- 
verse), and maybe, just maybe, you'll get a 
game that is the spiritual sequel to Fantasy 
General (yes, yes—Warhammer 40K is tech- 
nically sci-fi, but its sheer “gothicness” is 
decidedly fantastical). 


abilities, 24 artifacts, and 12 psyker powers 
present in the game. 

Warhammer 40K is a visually intense 
universe, and that intensity is already 
spilling over into Rites of War, especially in 
its unit representations. The game runs in 
800x600 in hi-color mode. In addition to 
the animation mentioned above, SSI says 
there will be a raft of special effects to 
replicate weapons and powers effects, 
although in our alpha build these are only 
partly implemented. The basic Panzer 
General Il graphics engine has been heavily 
modified. Units are twice as large as those 


Anyone familiar a ov in earlier General games, and 
with the earlier i i NO 22 “si various parts of the maps them- 
General games— A While there aren't selves will be animated to give 
but especially any extremely exotic the game what SSI calls a 
Panzer General I! terrain types, every “Living Battlefield’ feel.” There 
and People’s Once In a _— will be multiplayer support, and 
General, two games 7 a ier He you'll be able to fight either 
that share the same Oe age head-to-head or in coo i 

an alien world” perative 
base engine with actions. A scenario editor will let 
Rites of War— < An Imperial block- you change deployments, Glory 
: ploy 
should feel immedi- ing for meets the point levels, and victory condi- 
ately comfortable iain IGar atry tions for multiplayer and stand- 


with this latest in 
the semi-series. The 
core of the game is 
a 24 mission cam- 
paign, built around 
an Eldar quest to regain a lost planet. During your cam- 
paign, you'll encounter Tyranid and Imperial forces, 
but only as enemies (or as computer controlled allies? 
We don't know—SSI has given no hints). You do, how- 
ever, get a chance to play as either of these two sides 
in a number of single missions or in multiplayer. 

There will be some 70 different units total, and 
unlike previous General games, these units are fully 
animated and very colorful. In Rites, you'll spend 
“Glory” points to purchase units for your army knows... —Scott Udell 
between battles. Units are split into eight classes, tak- ee 8 Warhammer 40K: Rites of War ° 
ing a few units from across the Warhammer 40K spec- OS Si oS SSI * Windows 95/98 
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WY A zoomed-out view alone scenarios (not campaign 


lets you get a look at ones); as in earlier games using 
the bigger picture this engine, there will be no 


map editor (each map is hand- 
painted, not built from tiles). 
The last game using the Panzer 

General I] engine (indeed, probably 
the last title that will be recognizably 
a General-style game), SSI is obviously 
hoping they've got a killer combina- 
tion in this merger of two popular 
gaming properties. Whether this 
gaming psyker spell fizzles or flashes, 
though, only a Librarian currently 
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Building an empire takes time. You need to be diplomatic, technologically advanced, and Sati ae 
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Flat panel monitors, multiple joysticks, and overclocking by Jason Cross 


You may have noticed in our video card reviews that we provide both 
a “baseline” graph with scores from a 12MB Voodoo2 and those same 
benchmarks on the card being reviewed. Well, with several hot new 
video cards about to debut this spring, it’s time for a bit of a change in 
Our standard benchmarks. We'll be looking to replace the Voodoo? as 


Q: Flat Screen Monitors—how do they work? 
I've heard that resolution is a "non-issue" with 
them. Do they not require a video card? Do 
they work with present video cards including 
3D cards? Do they refresh fast enough 

for games like flight sims? 


-Donald P. 


A: Flat Screen (or “Flat Panel”) monitors are digi- 
tal Liquid Crystal Display (LCD) screens, much 
like those on laptops. By contrast, monitors are 
Cathode Ray Tube (CRT) screens, which are ana- 
log devices like your television. The pixels of 
your screen are converted to analog waves, one 
horizontal line at a time, by your video card. 
Then they're sent out to your monitor; the num- 
ber of times a second it sends a whole screen 
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our “baseline” and Quake Il as one of our benchmark games. What 
would you suggest? Quake III: Arena seems like a natural choice, but 
the tech demo is still a month or more away at the time of this writing 


and the final game won't be released until at least a couple months 
after that. Should we hang on to Quake // until Quake III is released, or 


replace it sooner? What card should replace the Voodoo? as our base- 
line (I'm leaning toward the Riva TNT)? Write to us with your sugges- 
tions and the reasoning behind them. Bear in mind that we're trying 
to keep to a simple, reasonable set of benchmarks that represents 
common game situations. Multi-pass rendering is a must, and we’d 
like to represent both OpenGL and Direct3D programs. 

On that note, Unreal version 221 should replace the OpenGL imple- 
mentation from previous versions with one that is much faster and 
greatly improves image quality. Though that patch still isn’t released 
at the time of this writing, we'll be using that instead of the Direct3D 
implementation of Unreal if it is indeed better. With two OpenGL 
games on the list (Quake I! or Quake Ill and Unreal), what would be a 
good high-tech Direct3D game to use for a benchmark? Or is the 


3DMark score a good enough representation of Direct3D perfor- 
mance? Let us know what your thoughts are by writing to 


qa@cdmag.com. 


worth of horizontal lines is the refresh rate. LCD 
displays are digital, and are composed of a fixed 
grid of crystals that block out or allow light to 
pass through based on electrical current passing 
through them. It’s basically the same way the 
screen on a GameBoy works, or the numbers on 
a digital watch, though much more advanced. 

If you've ever looked at a laptop screen, you 
know that they have certain drawbacks. If you 
view them from an angle, the colors and con- 
trast get distorted. They’re often not as bright 
as a Standard monitor, and their maximum res- 
olution is lower. Flat screen monitors cost so 
much because they correct most of these prob- 
lems, allowing better viewing angles, better 
brightness, and sharper contrast than laptop 
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A CRT monitor fires electrons at a screen coat- 
ed with phosphors, making them glow 


displays. Compared to CRT screens, they gener- 
ally have a problem with displaying subtle 
shades of gray, but even this is becoming a 
thing of the past. Flat screen monitors also use 
much less power than CRTs and are easier on 
the eyes because they have no refresh rate. 

Flat screen displays require a digital signal to 
know how to light up the grid. Many current 
models accept the standard analog VGA out- 
put of any video card, including 3D cards, and 
then internally convert the signal back to digi- 
tal. This offers great compatibility, but the sig- 
nal is naturally degraded by being converted 
from digital to analog by the video card, and 
then back to digital by the monitor. Other flat 
screen displays require straight digital output 
from your video card. These offer the best pic- 
ture, but not all video cards offer digital-out. 
Future 3D chipsets like the Voodoo3, Savage4, 
TNT2, and Permidia 3 all plan to offer digital 
output capabilities, but it’s still up to the card 
manufacturer to decide whether they will make 
actual cards with digital video-out. 

Generally, flat panel screens work very well 
for gaming, without all the noticeable trails and 
“ghosting” prevalent on laptop displays. The 
problem lies in the price, and the current lack 
of top-notch 3D accelerated graphics cards 
that offer digital output. Also, since flat panel 
screens have a fixed resolution, operating them 
at low resolutions sometimes results in “jag- 
gies” on diagonal lines as the image is 
stretched to fill the screen. 


Q: | have a regular PC with one game port on 
the soundcard. How can | get two joysticks 
to work at the same time in games like Need 
for Speed? 


-Doug O. 


A: You need to buy a joystick “Y” adapter, 
which will let you plug in two joysticks. CH 
Products makes one that sells for about $5-10 
at retail stores. There are a few joysticks out 
there that have a pass-through connector, and 
the Microsoft Sidewinder gamepads can be 
daisy-chained as well. Another option might be 
to use one USB joystick and one regular joy- 
stick, or two USB joysticks, if you have a USB 
port on your machine. 


Q: | have a pretty old gaming system: 32 meg 
RAM, 8x CD-ROM drive, and most important 
of all, a Pentium 133MHz CPU. | read in one of 
the documents that I can "overclock" my CPU 


to 200MHz. Can you guys please tell me 
what the hell is "overclocking", and if you 
know a place where | can buy a 100MHz 
upgrade for my CPU for a decent price? 
-Anton F. 


A: To star, | will say what | say to everyone who 
asks if they should overclock their system: If 
you have to ask, the answer is probably “no.” 

But for those interested in the topic, “over- 
clocking” is the practice of running a processor 
faster than its intended speed. First, | should 
explain how your processor speed is deter- 
mined. There is a front-side bus speed, which is 
the speed at which your processor communi- 
cates with the rest of your system, and this is 
multiplied internally for the core clock rate of 
your processor (in multiples of .5). That's a 
gross simplification, but enough to explain 
overclocking. Your 133MHz Pentium, for exam- 
ple, has a 66MHz front-side bus and is clocked 
at 2x, for 133MHz. A Pentium II at 450MHz has 
a 100MHz front-side bus and is clocked with a 
4.5x multiplier, for 450MHz. 

To overclock a processor, you can either 
increase the bus speed, increase the multiplier, 
or both. Many newer chips have the multiplier 
locked to a fixed rate, so while you can’t change 
that Pentium I! 450 from a 4.5x multiplier to 5x 
(which would make it run at 500MHz), you 
could increase the bus speed to 112 or so for 
the same effect. This is a way to get some extra 
performance from your processor “for free.” 

There are numerous problems with over- 
clocking. First off, it voids the warranty on the 
processor. It also makes it run hotter (which 
can potentially break it), and causes your sys- 
tem to become less stable. Overclocking is gen- 
erally an invitation to programs that crash, 
General Protection Fault errors, and other nasty 
things that seem to happen when you haven't 
saved your progress for two hours. Some chips 
are more stable than others when overclocked, 
and some can be pushed to higher speeds than 
others, but it’s a risk in any situation. Usually 
when you push the processor too far, your 
machine will simply fail to boot or crash before 
the operating system finishes loading, and all 
you need to do is step down the overclocking a 
bit. It’s definitely not unheard of to totally fry a 
processor by overclocking it, though. 

To overclock your machine to 200MHz, you 
would need to change the multiplier to 3x, 
increase the bus speed to 100MHz, or increase 
the multiplier to 2.5x and the bus speed to 
80MH. Odds are, it wouldn't be remotely sta- 
ble in any such configuration. Even if it was, a 
200MHz Pentium is quickly becoming too 
slow even to meet the minimum system 
requirements for games, so it might be a 
wasted effort. 

My recommendation for that “100MHz 
upgrade” would be to start shopping for a new 
system, or see what it would cost to upgrade to 
a system with a Pentium Il-class processor. If 
you don’t think you could do the upgrade 
yourself, many local computer stores will per- 
form the service. Intel makes “overdrive” chips 
that can take a 150-200MHz Pentium up to 
300-333MHz, but these cost over $400. For that 
price, you can get a new motherboard, a 
400MHz Pentium II Celeron processor, and 
128MB of RAM. @ 


en 

$3 recently announced the successor to SavaGe f 
their Savage3D video chip. The Savage4 is 4 if 
built around a 128-bit super pipelined 3D 7 
engine, providing AGP 4X texturing, true 
32-bit 3D rendering, $3TC texture compression, trilinear fil- 
tered single-pass multi-texturing, hardware accelerated 
DVD, 32 MB memory support and complete digital flat 
panel support. 

Last year, $3 introduced the Savage3D to mixed reviews. 
The cards based on this chip were inexpensive and feature- 
rich, but the technology lacked important single-pass multi- 
texturing and was limited to 8MB of RAM. The Savage4 will 
come in two varieties. The "Savage4 PRO" will sport a 
143MHz memory clock speed, 32MB of RAM, and what $3 
claims will be the industry's first AGP 4x solution. The 
"Savage4 GT" is a lower-cost solution, with a 125MHz memo- 
ry clock speed, 16MB of RAM, and AGP 2x. 

The Savage4 will once again provide the features of the 
Savage3D—S3TC texture compression (the standard for 
DirectX 6), motion compensation for hardware DVD support, 
and 32bit color rendering. It will also add new features like a 
stencil buffer and support for LCD flat panel displays. $3 
promises drivers that are optimized for the Pentium III's SSE 
instructions and AMD's 3D Now!. 

The chip will go into mass production during the second 
quarter of 1999, and be sold for $25 each in lots of 10,000. 
Along with the announcement of the new chip, $3 also 
announced that Diamond Multimedia will be producing 
cards based on it, though a specific product title, price, and 
availability were not announced. 


All-in-Wonder 128 


ATI announced the latest in their All-in-Wonder series, this 
time built around the Rage 128 GL graphics chip, also found 
in the ATI Rage Fury. In addition to full-featured 2D and 3D 
capabilities, this Rage 128 GL chip assists in DVD decoding, 
giving the AIW 128 more extensive video capabilities than its 
predecessors. Like other cards built on the Rage 128 GL chip, 
the AIW 128 will be available in both PCI and AGP versions 
and with either 16MB or 32MB of on-board memory. 

The main difference between the AlW 128 and the Rage 
Fury is the addition of the Rage Theater chip. The Rage 
Theater chip is an integrated video encode/decode chip 
meant to be a companion to the Rage 128 GL. For video 
input, it includes automatic gain control, signal noise distor- 
tion reduction, and continuous sharpness control. For TV-out, 
it features a text sharpening filter and supports composite, 
S-Video, and SCART-RGB television formats. The 16MB ver- 
sion of the AIW 128 should be available at retail in March at 
an Estimated Street Price of $249. The 32MB version should 
be available in the 2nd quarter of '99 at an ESP of $299. 


Pentium Ill Chip ID Boycott 
Intel initially planned to ship the 

Pentium III processor with unique chip ID ‘tel 
numbers, which would identify the ! inside 
processor and assist in preventing soft- 

ware piracy and provide very secure e- 

commerce transactions online. Advocacy groups quickly 
raised an uproar, claiming that it would allow anyone to 
track anyone else on the Internet via the chip ID. 
Threatening to boycott the processor line, the advocacy 
group quickly forced Intel to stand down and disable the 
chip ID on all Pentium III chips before being shipped out. 
They would also provide an easy software solution for the 
user to turn off the chip ID, just in case. Intel believes that 
once the chip ID is off, there is no way of turning it back on 
except on the user's end. 
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ith its streamlined, black plastic gun- 
W like design, Interact’s FX Racing 

Wheel is an odd looking device. It’s 
also one of the most interesting force feedback 
controllers on the market. Essentially a mini- 
steering wheel modeled after advanced RC-car 
controllers, the FX has a lot going for it, not the 
least of which is that it doesn’t take up much 
more space then a regular control pad. And 
since steering wheels, whether force feedback- 
endowed or not, take up heinous amounts of 
space to both use and store, that’s a big plus. 
But the FX is thankfully more then just a space 
saver, it’s actually a great little wheel to use 
with your favorite Windows 95/98 racing 
games (since the controller uses Direct X's 
Direct Input, it’s not DOS-friendly). With the 
help of two AA-batteries, the wheel manages 
to give very decent force feedback effects, even 
if they do feel a bit cheesy when compared to 
the full-size feedback of devices like Microsoft's 
Sidewinder Wheel. Need for Speed III’s bumps 


An inexpensive board from down under 


iamond and Turtle Beach aren't the 

only companies making A3D Vortex 2- 

driven products. Australia’s Xitel last 
product, the Storm VX, was one of the best 
A3D Vortex 1-driven solutions around. 
Powered by the Aureal Vortex 2 (AU8830) 


processor, the Storm Platinum is their latest ~— 


offering. Like the competition’s Vortex 2 
. boards, it’s packed with features, some that 
— even the competition didn’t incorporate 
into their designs. 

The car features true quad-speaker out sup- 
port, the ability to process 96 DirectSound 
streams of audio at 48Khz 18-bit resolution 
(instead of 16-bit), a 10 band graphic EQ, 320 
voice wavetable sound with DLS support, 
Sound Blaster Pro support for DOS-mode 
gaming, and a digital joystick port. They also 
incorporate an Optical S/PDIF-Out jack, a 
feature none of the Vortex 2-driven competi- 
tion includes right out of the box. With it 
you can easily plug your PC into a Dolby 
Digital receiver or MiniDisc recorder and ben- 
efit from true digital sound, without having to 
purchase a separate daughtercard. It also boasts 
a signal to noise ratio that's better than 94aB. 

The board offers hardware acceleration for 
A3D 1.0, A3D 2.0, DirectSound, DirectSound 3D 
DirectMusic and DirectInput APIs. Xitel also 
plans to soon release updated drivers with EAX 


’ 
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Odd looking, but surprisingly effective 


and shakes are still impressively 
fun, however. 

More importantly, the 
controller's feel is excel- 
lent. Steering is respon- 
sive and precise with 
games like Need for 
Speed Ill, Powerslide, 
SCARS and Monster 
Truck Madness 2. 
The trigger 
controls for 
acceleration 
and braking 
seem odd at first, and those with small hands 
may have trouble sliding the trigger control up 
when braking. Other then that, there’s little to 
complain about. The unit has four fire and 
three function buttons. It also comes with soft- 
ware enabling you to program it for use with 
specific games, much like Microsoft has for 
their Sidewinder controllers. 


support. On the back of the card you'll find 
two line outputs marked 1 and 2, Mic-in, a 
MIDI/Joystick port, the Optical S/PDIF-out and a 


Line-in jack. On the board you'll also find MPC 
compliant CD-in, Aux-in and 


Modem-in connectors, a wavetable header and 
an expansion header. 

What also makes this card stand out is the 
pricing and extras. For $79 MSRP you can get a 
bare-bones deal with the card, manual and dri- 
vers, but for $99 MSRP you can purchase the 


~ 
Petit i 


With its solid control and feel, good force 
effects and easy installation and use, the FX 
Racing Wheel is an excellent choice for racing 
gamers who don't want to give up their desk- 
top and floor space to a full-on steering wheel 
rig. Add to that the low list price of $39.99, far 
lower then other force feedback controllers, 
and it’s easy to see that Interact has created a 
very impressive and useful gadget for gamers. 
—Jason D’Aprile 
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| FX Force Feedback Racing Wheel 
Interact * www.interact-acc.com * MSRP: $39.99 


Gamers Pack, including a set of what 
they call “force-feedback headphones” 

made by TakStar. Although both bundles don’t 

feature any trimmed down versions of A3D 
games or a full game like Diamond gives you 

with the Mouster Sound MxX300, you're get- 
ting a great deal on a great piece of hard- 
ware, while not paying a dime for a game 
you might not really care much for. The 
headphones themselves feature frequency 
responses between 5-28,00 Hz, a volume 
slider control, an on/off switch for the 
force-feedback effects, and they even toss 
in three AAA batteries. 

The quad-speaker support works great 
in Direct Sound/Direct Sound 3D games 
like WWII Fighters, Falcon 4.0, Rainbow Six: 
Eagle Watch and Starcraft: Brood Wars, 
but the board sounds great using two 
speakers as well. No matter how you look 
at it, the Storm Platinum is a fantastic 
and inexpensive Vortex 2 board, that 
doesn’t skimp at all on features, and 

even includes a few that Diamond and Turtle 
Beach doesn’t offer. -Rod White 
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Storm Platinum 
Xitel * www.xitel.com * MSRP: $99 


here are plenty of gamepads on the 
market that are merely adequate, but 
few stand out as being truly great— 


comfortable, simple, full-featured, and precise. 


Logitech’s Wingman Gamepad is much like 
the excellent Sidewinder from Microsoft, but 
falls a bit short in a few key areas. 

Like the Sidewinder, and many other new 
pads, the wishbone shape looks somewhat 
uncomfortable or clunky but actually is very 
natural. The pad’s ergonomics are excellent, 
with comfortable handles that your hands 
seem to naturally wrap around and all but- 
tons placed in natural locations. The “start” 
and “select” buttons are precariously placed 
directly below the six main buttons, but 
they're recessed enough to prevent acciden- 
tal hits. The six main buttons are arranged in 
two rows of three, there’s a two trigger but- 
tons underneath, and a “macro” button right 
in the middle. 

The problem lies with the D-pad (direction- 
al control). It is placed along the same angle 
as the left arm of the pad, apparently so the 
angle of your hand won't cause you to inad- 


Not quite competition for the Sidewinder 


vertently hit diagonals when you want to hit 
cardinal directions. Either this is completely 
unnecessary or the angle is simply too sharp, 
because attempts to press “right” in the heat 
of a game often results in 
“moving up and right”, and 
“left” attempts often produce 
“down and left” results. The 
effect was nearly unno- 
ticeable in some games 
(like FIFA 99) but was 
quite distracting in 
games with frenzied D- 
button activity (like 
Street Fighter). 

Nice little extras 
include a pass-through 
connector where the 
pad plugs into your joy- 
stick port, allowing two 
or more pads to be con- 
nected at once, anda 
bundled limited edition 
of Jazz Jackrabbit 2. Also 
included is Logitech's nice 


Worthy of the Andretti family name 


acing wheels are very specialized 
peripherals. While many of the games 
they are designed for are made for the 
mass-market, those who are willing to spend 
money on a controller specifically for those 
games are generally in the niche of driving 
enthusiasts. As such, they often have high 
standards for precision and “feel” which are 
hard to meet. Mad Catz tries to deliver the 
enthusiast’s dream with a wheel bearing the 
name of the racing legend Mario Andretti, and 
they nearly succeed. 

Andretti apparently lent more than just his 
name to the device—MadCatz claims he 
helped design it, with the wheel even 
being modeled after the one in his 

Indy car. The 
overall 


design is definitely worthy of the Andretti 
name. The wheel feels excellent, and the two 
thumb buttons, POV hat and shifter buttons 
are large and easily accessible. Additionally, 
the in-line shifter feels good. The entire wheel 
and shifter are covered in a comfortable rub- 
berized grip. The pedals are large, have just 
the right amount of tension, and resist slipping 
and flipping even during heated races. The 
clamping mechanism is simple and allows easy 
attachment and removal even on thick desks 
or desks with a “lip.” Once the wheel is 
secured, it’s definitely not going to budge. The 
entire product, from top to bot- 

tom, feels solid and well-built, 
with lots of metal parts 

where other wheels settle 
for plastic. 

The installa- 
tion and setup 
is straightfor- 
ward and easy. 
It’s worth not- 


WingMan Profiler software, which includes a 
simple editor for game profiles and a nice “inter- 
net update” button to keep the drivers and soft- 
ware up to date. At around $30, it’s an adequate 
pad with a few nice features, but an 
imprecise D-button and occasional 
flaky support in DOS games 
keeps it from being an A- 
class product. 
—Jason Cross 
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Wingman Gamepad 
Logitech * www.logitech.com * MSRP: $29.95 


ing that the wheel is both USB and game port = 
compatible, so the same product should work 
on virtually any PC without much trouble. The 
only real flaw lies in the driver and utility sup- i 
port. Hardcore racing fans will be disappointed : 
that the pedals can’t be mapped to separate 
axes. Other gaming controllers usually come 
with software that lets you assign macros or 
special key bindings to the controller’s but- 
tons, but there is no such utility for the 
Andretti wheel. You're limited to the controller 
setup of the game you're playing. 

Despite these two minor hiccups, the 
Andretti wheel is a serious contender. It’s a bit 
pricey for a non-force feedback wheel, but the 
included full versions of Andretti Racing and 
Interstate ‘76 Nitro Pack, along with a trial ver- 
sion of Need for Speed III, help take the bite out 
of the price. The construction and feel of the 
Andretti Racing Wheel is unparalleled, and 
with a few more options in the drivers and util- 
ities, it would be the non-force feedback wheel 
to own. —Jason Cross 


KKK KI 


Andretti Racing Wheel 
Mad Catz * www.madcatz.com * MSRP: $79.99 
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SB joysticks promise many benefits 
U over their standard “joystick port” 

cousins. They’re supposed to be easier 
to install and setup, offer better precision, hold 
their calibration forever, and use fewer CPU 
cycles. But what good are these benefits if the 
stick fails in basic design and function? 
Guillemot answers that question for us with the 
Jet Leader USB. 

Installation of the sleek black stick is 
incredibly simple. Just plug it into your USB 
port, even while your machine is up and run- 
ning. Windows 98 detects it as a “Human 
Input Device” and requires no special dri- 
vers. In fact, the CD bundled with the Jet 
Leader USB only includes the standard 
Guillemot software for configuring the stick 
and macros for it, and a Word document of 
the manual in several languages. It should 
also be noted that this is the only documen- 
tation included, besides a simple install card 
(also in several languages). In the Game 
Controllers control panel, the stick shows up 
as “HID Game Controller: 3 axis 8 button joy- 
stick with POV hat.” 

While the stick functioned flawlessly in all 
Windows 95/98 games, it has serious prob- 


In case that game is too easy with a good stick 


lems with its “feel” that are insurmountable. 
A concave padded hand rest extends to 
either side of the stick, which is quite com- 
fortable but forces your hand into a certain 
position. In this position, the thumb buttons 
and POV hat are positioned too low (or the 
hand too high) to reach comfortably. The 
POV hat is also too tall, prompting many 
inadvertent view changes when trying to 
switch between the two thumb buttons on 
either side of it. The four buttons on the base 
are too small and placed squarely in the 
rear, making it impossible to hold the 
stick’s base and use them effec- 
tively. Other sticks place these 
buttons on the side or near 

the front for a reason, and 

it’s hard to figure out why 
Guillemot decided to fix what 
wasn't broken. 

While the ease of setup and configura- 
tion is nice, that’s true of most USB devices as 
well. In the end, the best thing that can be 
said about the Jet Leader USB is that it’s per- 
fectly symmetrical, which at least prevents 
the stick from being any worse for left-hand- 
ed gamers. —Jason Cross 
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Jet Leader USB 
Guillemot * www.guillemot.com * MSRP: $59.99 


hard at work making a name for itself as 

a PC peripheral and accessory manufac- 
turer. They introduced several CD-ROM drives 
in 1998, and inexpensive CDR and CD-RW 
media. They even make some nice scanners 
and tons of computer accessories, including a 
very nice label maker kit for CDR and CD-RW 
media. However, when you have such a large 
product line, there’s always a product or two 
that don’t quite cut the mustard, and the 
Fighter Pro Il joystick is one of them. 

The unit features four buttons and a turbo 
switch. That's it. There’s no throttle control or a 
POV hat, it’s just a plain and simple 4-button 
joystick. No driver disk is provided either. The 
instructions suggest setting it up as a “2-Axis, 4- 
button joystick” in Win95/98.The stick also has 
built in suction cups on the bottom of the base 
and trim controls for adjusting calibration. 

The stick works okay in games like Need for 


E or quite a while now, Memorex has been 
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Speed Ill and Wargasm, but the complete lack 
of throttle and view control will have you fum- 
bling with the keyboard to control your 
engines and views in titles like WW/II Fighters 
and Falcon 4.0, so it’s certainly not the con- 
troller to pick up if you're into simulations. 

By all means, this isn’t the ideal stick for 
hard-core gamers, but at $15 it’s a very inex- 
pensive joystick for casual gamers with only a 
few bucks to spare. This is truly the kind of 
product aimed at the consumer who purchases 
a $700-$900 PC at Wal-Mart. Memorex won't 
win the hearts of hard-core PC gaming enthusi- 
asts with the Fighter Pro Il, but they've man- 
aged to take the price of low-end joysticks 
even lower. —Rod White 
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Fighter Pro Il Joystick 
Memorex * www.memorex.com * MSRP $14.95 


STRATEGY, SORCERY, SUBTERFI 


This 60 card expansion set featt 
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SimCity 3000 


Still brilliantly poin tless after all of these yours 


he original SimCity was released in 1989. 
A sequel followed in 1993 and now, near- 
ly six years later, we have the latest and 
greatest version iteration of one of the most 
Original creations ever realized on the PC, 
SimCity 3000. It retains its elegantly simple 
premise: You're the mayor of a city and it’s up 
to you to properly designate areas to be resi- 
dential, commercial or industrial zones. You 
need to set up power and water grids, plan the 
infrastructure and somehow juggle the interests 
of everyone from environmentalists to toxic 
waste dumpers. As your city grows, you need to 
balance taxes and needs for proper schools, 
police, fire departments and entertainment. In 
other words, the core SimCity gameplay remains 
the same as the previous two versions. And for 
many players, therein lies the rub. 

With a protracted development that initially 
- featured cutting edge 3D technology and user- 
configurable buildings dubbed microsimula- 
tors, there were plenty of expectations that 
SimCity 3000 would be a radical overhaul. Here 
we are over a year later and to the dismay of 
some, the actual product sitting on the shelves 
of your local software emporium lacks both of 
those crucial features. It’s hard not be skeptical 
that the game is merely a warmed-over version 
of SimCity 2000. And it’s hard to completely dis- 
miss that point. 

Let's face it, we expect a lot from sequels. 
We expect something that delivers an all-new 
feeling while retaining the parts of the previous 
game we liked. The reality is that most sequels 
merely tweak the basic formula, add some new 
eye candy and create entirely new scenarios or 
missions. The combination of these elements is 
usually enough to deliver the feeling that it’s 
an entirely “new” product. And that’s OK. 

However, a completely open-ended game 
like SimCity doesn’t have the luxury of being 
able to craft new scenarios or missions, hence 
the perception that a few tweaks and a graphic 
overhaul somehow isn’t enough. But where 
would you take SimCity? A scenario-based 
design would be restrictive and contrary to the 
game’s brilliant open-endedness (or, to some, 
its complete pointlessness). Adding something 
like mayoral elections would risk turning the 
game into a political simulation. (Scoff if you 
will at the prospect, but unless you put in a half- 
assed implementation that will be ripe for criti- 
cism, you’re talking about dropping a seriously 
complex election model in an already complex 
city model.) Interaction between neighboring 
towns—you can buy or sell electricity, water or 
garbage—is present in the current game but 
severely limited in its implementation. However, 
a full-blown attempt to model complex barter- 
ing would be difficult to pull off, and open the 
game up to criticisms usually reserved for diplo- 
macy in other strategy games—a computer 
opponent just can’t “sim” the subtle nuances of 
a complex human player. Turning those neigh- 
bors into multiplayer opponents is a legitimate 
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The zoomed-in view shows fuzzy buildings and sharper vehicles 


request until you realize that it takes literally 
hours, days or even weeks to craft a large city. 
Linking full cities to existing ones—sort of trans- 
planting them next to an opponent—could be 
solution to that particular problem, but would 
bartering resources (which is what you can in 
the current game) really make for a compelling 
multiplayer experience? 

This isn’t to say that any or all of these fea- 
tures wouldn't be welcome additions, but it’s 
easy to forget that more isn’t necessarily better, 
and adding too many new features can drive a 
game from its core strength. “Let’s take SimCity 
and add real-time combat like Command & 
Conquer! We'll get fans of both games!” Ugh. 
SimCity does one thing—simulate a city—and 
it does it extremely well. The old “if it ain’t 
broke, don’t fix it” adage applies to this game. 

In addition to simulating a city, SimCity has 
always been the most aesthetically appealing 
strategy game. SimCity 3000 doesn't disappoint 
in this area, delivering beautiful graphics with 
the usual speed trade-off for those with bot- 


tom-end machines. Zoomed out at airplane 
altitude, it’s amazing how much your city 
resembles a real metropolis. From that dis- 
tance, the cities look somewhat drab, but each 
zoom level unfurls layer after layer of colorful 
detail. At the second-to-last zoom level, the 
graphics are vibrant and alive, with almost 
every building offering a clever bit of anima- 
tion. Only at the maximum zoom level do the 
graphics betray themselves, as (likely for mem- 
ory reasons) the buildings just get double-sized 
and fuzzy while the little sims and vehicles 
moving around are still sharp. 

The improvements are more than superficial. 
You can easily track your sims’ overall feeling 
about your city via the new “aura” chart which, 
along with much of the other data, can be 
overlayed on the main map. A new zone, land- 
fill, forces you to have to deal with your 
expanding city’s garbage problem, adding a 
new layer of strategy. An additional zone densi- 
ty helps you manage your population growth. 
You can also place special “landmark” build- 


The Svelte Towers, where only the fittest Sims live 


ings—real-world buildings like the Empire State 
Building and the Eiffel Tower—but their effect 
is purely cosmetic. 

The interface has been altered, the conserva- 
tive toolbars of the previous version replaced 
with more cartoon-like icons. While it may ini- 
tially feels like a step backward—too many 
tasks take too many clicks to complete—handy 
keyboard shortcuts keep it from being unbear- 
able. More annoying is the scrolling interface, 
which requires you to hold down the right but- 
ton and move the mouse in the direction you 
wish to scroll. On bigger cities, this becomes a 
choppy endeavor. 

The biggest, and most significant, improve- 
ment to the game is pretty subtle. Sims will 
now travel greater distances to go to work, 
allowing you to place industrial zones (and 
other nasty things) considerably further away 
from your precious residential areas. While you 
can still create the slums of your dreams by 
placing nice high-density residential zones next 
to industrial areas, power plants, and/or prisons 
(they get wonderful names like “Bleak’s 
Abode”), the end result is an urban sprawl that 
better mimics its real-life counterpart. 

The intrusive newspapers that told you how 
your sims were doing has been replaced by a 
more subtle, and slightly irritating, news ticker 
that runs continuously at the bottom of the 
screen. While it has links to events and short- 
cuts to fiscal matters discussed therein, some of 
the information appears schizophrenic—one 
minute an advisor is complaining about the 
water system, the next he’s praising it. What 
makes the ticker somewhat more bearable is 
the actual text, which is done in that unmistak- 


One annoying thing about the new graphics—the game redraws the 
map slowly after you rotate it 
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Report On Earthquake 


‘The recent earthquake was moderate, 


measuring at 4.2 on the Van-Wobbier 


: stale. 


Thanks to the Earthquake 
Preparedness and Retrofit Ordinance, 
however, damage was much fess than 
it might have been, It destroyed only 
29 buildings at an estimated cost of 
§ 566. 


Nothing like building a city, then playing Mother Nature and destroying it 


ably Maxis whacked-out style. (A particularly 
choice headline is “Tree stuck in cat—firemen 
baffled.”) On the downside is the manual, 
which lacks both detailed information about 
the interrelationship of things in the game and 
an index. 

The advisors have been beefed up from the 
rather useless ones in SimCity 2000. They dis- 
pense advice on fiscal matters and often con- 
tradict each other, much like they do in real life. 
Their advice is worth taking. There are new 
ordinances you can enact to attract different 
business types, solve traffic and pollution and 
generate a little extra income. 

The basic strategy for playing the game 
remains the same: start slowly and plan an 
infrastructure that supports your expansion 
plans. One difference old-school players need 
to be aware of is the change in demand for 
commercial zones in the beginning of a game. 
In a small town, there’s almost no demand, so 
don’t waste your time doing the old SimCity 
2000 trick of two residential for every one 
industrial and commercial zone. This is but one 
area where players will have to change their 
thinking; there are plenty of others to discover 
as you dig into the simulation. 

But some people may never get that far. If all 
of this sounds too much like previous versions 
of the game, or if you never liked SimCity in the 
first place, there’s no reason to even consider 
SimCity 3000. It's stayed true to its core game- 
play by not moving off in radical new direc- 
tions, and it’s able to sustain its sameness 
because it has little or no competition. 

If this line of thinking contradicts what we've 
said about other games, so be it—SimCity is 


unlike any other computer game. On the one 
hand, it’s a brutal wargame, only your opposi- 
tion isn’t the Russians or some exotic alien 
race—it’s those damn tree-huggers who 
demand you remove the toxic waste dump 
that’s providing the necessary funding that’s 
allowing you to create your dream city (and 
causing the water itself to become toxic). You 
can't have it both ways. 

On the other hand, and this is truly what sets 
the game apart from the competition, SimCity is 
a beautiful digital art program, one that allows 
you to explore design in city form. It’s too bad 
that Maxis hasn’t created a true free-form 
mode—without the constraints of money, you 
could let your imagination go truly screwy and 
build the completely bizarre city of your 
dreams (or nightmares). 

But in a gaming age where computing 
power increases and games become even more 
linear and specific goal-oriented, SimCity 3000 
and its brilliantly “pointless” style of play stands 
out by (still) delivering a wholly unique experi- 
ence. The appeal of the game isn’t dominating 
the computer or necessarily “solving” the 
game’s complex city simulation. It goes well 
beyond that—whether you want to design the 
biggest or most aesthetically appealing cities, 
SimCity 3000 is whatever you want it to be. 
—Steve Bauman 
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SimCity 3000 

Maxis * www.simcity.com * Requirements: 
Windows 95/98, 166MHz Pentium or higher, 
32MB of RAM, 4X CD-ROM * Multiplayer: None 
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Turok 2: Seeds of Evil 


News Flash! Dinosaurs actually killed by excessive Fog! 


here are a lot of differences between 
T console gaming and PC gaming. 

Devout fans of either are absolutely 
certain their platform is the best, and all oth- 
ers should quiver at the feet of said system in 
unconscionable inferiority. And sure enough, 
you can usually find a single title that tends 
to justify this claim. On the N64, that title is 
probably not Turok 2: Seeds of Evil. But all 
things being equal, it didn’t seem like a bad 
idea for Acclaim to bring the game over to 
the PC. Except it wasn’t supposed to be a 
mere “port-over” like the first Turok. In an 
ironic twist of marketing wording, the compa- 
ny actually claimed the game was designed 
from the ground up for the PC. What PC they 
were talking about is uncertain, but it’s prob- 
ably not yours or mine. 

That said, Turok 2 has enough right that 
you almost want to like despite the fact that it 
misses the mark of what a good PC shooter 
should be by a wide margin. While compe- 
tent at first glance, it just doesn’t walk right. 
In fact, it walks all funny, rather like a bow- 
legged cowboy who's been on the saddle for 
too long. Stud-boy Dinosaur hunter, Turok, 
runs slower then most people saunter and 
gives the distinct impression that his moc- 
Casins are three sizes too big, so he’s very 
careful to walk in just such a way as to not 
lose them. 

Making matters worse is the laughably 
absurd use of fog in the levels. Not buzzword, 
Unreal-like “volumetric” fog, but fog meant to 
hide the fact that the horizon ends at pitifully 
close distance to you. Turok 2 is a good-look- 
ing game, paying homage to the gods of 
pretty lights and over the top explosions 
every step of the way. But it’s not so good 
looking that whenever you get out of a small 
tunnel the whole horizon needs to disappear. 
Even worse is that this complete lack of visual 
depth conflicts with playability, since it makes 
it really hard to aim at long ranges. Perhaps 
our Indian buddy is the first near-sighted 
super-hero. The game also uses an awful lot 
of 2D sprites for things, including fire, and 
since there’s a lot of fire in the game, you 
can’t help but notice. 

The thirty-five monsters in the game, from 
the dinosaurs to bizarrely horrific undead 
creatures, mutants and other oddities, are 
great looking and well animated. Level archi- 
tecture is quite impressive at times, with 
themes ranging from ancient stone structures 
to marshes, jungles, crypts and a giant space 
vessel. The actual level design is often mud- 
dled, however, and it’s very easy to get lost in 
the game’s six huge levels. 

While Turok 2 does have commendable 
body-part sensitive aiming, including one- 
shot head kills (and really hilarious, blood- 
pulping, over the top death sequences), aim- 
ing with any accuracy seems like a crapshoot. 
Aiming directly at a dinosaur too often results 
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Look! | think he’s trying to communicate! 


in complete misses, causing much wasted 
ammo and frustration. Even worse, the aim- 
ing in multiplayer games lacks body-part spe- 
cific hits and seems even less accurate. 

The options menu just screams “Cheap 
Conversion!” since it forces you to change all 
control, audio and video settings before load- 
ing the game. On the flipside, the game’s 
array of weapons is stunning. Aside from the 
standard shotguns, pistols, bows, rifles, and 
hand knives, Turok can find some nicely exot- 
ic weapons. There are about 25 weapons in 
total, including mine layers, missile launchers, 
flame shooting chain guns, a gorgeously visu- 
al flame thrower, and even an ultra cool 
Cerebral Bore that homes in on an oppo- 
nent’s head and drills right through causing a 
momentous gush of blood. 

The game supports up to 16 players in 
deathmatch or Capture the Flag, and games 


In a second, when that arrow blows up, this 
guy is going to be really hurting 


can be found on the Internet with the includ- 
ed GameSpy Lite. Net play is very stable as 
well, but with all the other choices out there 
for first-person shooting on the net, and 
given the inadequacies of the game as a 
whole, Turok 2 isn’t recommendable on many 
accounts. And that’s a shame, because the 
premise is great, as are the weapons and 
monsters. In the end, it’s not so much that 
Turok 2 is a lousy game, it's simply a really 
lousy conversion. —Jason D’Aprile 


Turok 2: Seeds of Evil 

Acclaim * www.acclaim.net * Requirements: 
Windows 95, 200MHz Pentium or higher, 
32MB of RAM, 4X CD-ROM, 3D Accelerator + 
Multiplayer: 2-16 players via TCP/IP LAN 

or Internet 
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With 64,000 colors, your SimCity 3000™ skyline will look better than ever going up. But wait till you see it 
crashing down—after you select today's devastating disaster. Why leave your city in peace when sometimes it's 
more satisfying reducing it to pieces? So what's your weapon of choice? Will it be a raging inferno or a ray-gun 
blast from above? UFO or BBQ? “Take me to your leader” or “take me to the burn ward”? We just give you 


the power. What you do with it's your business. 


SimCity.com 


©1999 Electronic Arts Inc. SimCity 3000, Maxis, and Electronic Arts are trademarks or registered trademarks of Electronic Arts in the U.S. 
and/or other countries. All rights reserved. Environmental Audio is a trademark and the Environmental Audio Logo is a registered trademark 
of Creative Technologies Ltd. Made in the USA. For product or ordering information, contact your local retailer or call 1-800-245-4525. 
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Oddworld: Abe’s Exoddus 


Return to Odd 
iT i ello.” “Hello.” “Follow me.” “Okay.” 


Although this little exchange may 

not be as famous to platform gam- 
ing as “It’s a-me, a-Mario!”, it’s indelibly stamped 
into the minds of anyone who played Oddworld: 
Abe’s Oddysee. This 1997 game featured a 
strange lush world which combined familiar 
creepy-crawlies and slimies into strange hybrids, 
at once repellent and endearing. Our hero, Abe 
the Mudokon, was a walking fish with a frog’s 
face and a stooped posture with “Low Self 
Esteem” written all over it. The end result wasn’t 
just a collection of clever artwork, but a convinc- 
ing and memorable ecology. 


Going down? Abe hard at work on an elevator 


In Oddworld: Abe’s Exoddus, the second 
installment in this series billed optimisti- 
cally as a quintology, Abe has to shut 
down a brewery that’s distilling the bones 
of dead Mudokons into the addictive 
Soulstorm Brew. Some of the first game’s 
stunning Sierra-esque outdoor vistas are 
missing, but the retro-industrial look with 
bright signs and bold logos amid muted 
tones is back with a vengeance. This is 
Lewis Carroll's Wonderland under the yoke of 
heavily armed post-industrial fascists. 

The mechanics of the game aren't changed 
much from the last title. Abe’s Exoddus is very 
much a series of staged puzzles. Most of the 
challenge comes not from figuring out what to 
do, but from executing it. You'll have to time 
the length of an invisibility effect perfectly, 
you'll have to line Abe up pixel perfect at the 
bottom of a ledge, and you'll have to tap that 
jump button at exactly the right moment. One 
slip and it’s “Play It Again, Abe.” Luckily, the 
maddening console convention of save points 
has been abandoned and you can save the 
game at any point. 

The biggest problem with the Oddworld 
series is a perfect parallel of the gameworld 
itself. Just as the Mudokons are some fantasti- 


A Scrab does a waltz on Abe’s dead body 
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cally freaky guys suffering under the yoke of 
oppressive taskmasters, the Oddworld games 
present a fantastically freaky world fettered by 
linear and often frustrating gameplay. This odd 
world is far too rich and vibrant for these 2D 
constraints and platform gaming conventions. 
Just wait until the brilliant and wild minds 
behind these titles bust loose into their next 
project’s 3D engine. Until then, Abe’s Exoddus is 
as good as 2D gaming gets. —Tom Chick 


Oddworld: Abe’s Exoddus 

GT Interactive * www.gtinteractive.com ° 
Requirements: Windows 95/98, 166MHz 
Pentium or higher, 16MB of RAM, 4X CD-ROM + 
Multiplayer: None 


Dark Vengeance 


A dish best not served at all 


f you were stranded on a desert island and 

the only computer game you had was Dark 

Vengeance, would you go fishing or pick 
coconuts? You sure wouldn't waste your pre- 
cious time with the game—unless, perhaps, 
you'd sustained a nasty head wound during 
the shipwreck. This clunky third-person fantasy 
“shooter” is about as much fun as invasive 
surgery. The game’s major selling point, such 


Bikini babes of the dark ages 
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as it is, involves the fact that you can play as 
one of three classes-Gladiator, Warlock or 
Trickster. The actual differences, however, are 
mostly superficial. Gladiators mash heads; 
Warlocks throw spells; Tricksters fool around 
with mines and explosive weapons. But all of 
them spend the bulk of their time backtracking 
over cleared-out levels looking for the doors 
and/or items they missed the first time 
through. “A bold new odyssey 
of combat and exploration,” 
says the box. Read: “A few mon- 
sters to kill on each level; then a 
lot of busywork to stretch 
things out.” 

The game is too short—with 
only sixteen levels—and too 
unoriginal, with all the requisite 
fantasy elements enlivened by 
very few twists. But the real 
problem is the sloppy, muddy 
infuriating gameplay. These 
characters move as gracefully as 
a junkie in the midst of heroin 
withdrawal. They tend to get 
right in the way of the camera, 
particularly the broad-shoul- 
dered Gladiator, obscuring your 


Good looks. Lousy gameplay 


view. They also tend to clip through doors even 
as they open them, and poke their heads 
through supposedly solid objects left and right. 
Dark Vengeance has exactly one thing going for 
it, and that’s good looks. But consider Pamela 
Anderson. Looks alone are not enough. With all 
the strong alternatives out there these days— 
try Heretic Il if you've had your fill of Lara but 
still crave third-person action—it’s hard to pic- 
ture slogging through Dark Vengeance if you 
didn’t have to. John Altman 


Dark Vengeance 

GT Interactive * www.gtgames.com * 
Requirements: Windows 95/98, 166MHz 
Pentium or higher, 16 MB of RAM, 4X CD-ROM = 
Multiplayer: 2-32 players, Internet, LAN, modem 


SimCity 3000™ is sure to be a landmark in PC games thanks to its dozens of real-life landmarks. From the 
halls of the White House to the cells of Alcatraz, it gives you everything you need to formulate your own 
fantasy of famous cities. So will your burg be the seat of power or the seat of the electric chair? Home to the 
Birdman or Bubba? Will tomorrow's hot topic be imprisonment or impeachment? We just give you the power 


What you do with it's your business. — 


SimCity.com 


Cs ©1999 Electronic Arts Inc. SimCity 3000, Maxis, and Electronic Arts are trademarks or registered trademarks of Electronic Arts in the U.S. 
or ee and/or other countries. All rights reserved. Environmental Audio is a trademark and the Environmental Audio Logo is a registered trademark 
Ps ass of Creative Technologies Ltd. Made in the USA. For product or ordering information, contact your local retailer or call 1-800-245-4525. 
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Global Domination 


The War of the World 


emember that scene in Never Say Never 

Again when Sean Connery sat down 

across a table from an evil megalomani- 
ac to play a game of 3D holographic Missile 
Command? The loser got electric shocks; the 
winner got Kim Basinger. The stakes in Global 
Domination aren't quite so high, but if the 
game reminds you of that scene, no wonder— 
it was inspired by the movie. Art imitates art... 

Rotate a 3D globe (not, on your computer 

screen, actually holographic) and launch huge 
spreads of ICBMs to intercept incoming mis- 
siles. Beat territories into submission and 


Tactical zoom — the X-ray specs of combat 


spread your influence across the 
entire world. Launch cruisers, 
subs, and planes, both offensive 
and defensive; tactical zoom on 
enemy territories to isolate targets 
like air fields and naval bases; then 
try to do all of it at once while a 
clock ticks down. What seems at 
first to be random confusion even- 
tually reveals itself as a complex 
military ballet. You find a 
rhythm—defend, target, panic, 
launch a plane, defend, launch a cruiser, panic, 
defend. Domination invites comparison to both 
Missile Command and Risk, but it’s really its own 
animal, not quite like any other game. 

There are twenty missions in Global 
Domination, along with the ability to design 
your own. All missions require both strategy— 
you've got a limited number of resources and 
some serious time pressure—and hand-eye 
coordination (missiles are useless, after all, if 
they don’t hit their target). 

The gameplay is repetitive, and there are 
altogether too many unnecessary cut-scenes 
featuring horrible actors and awful dialogue. 
But Global Domination has a weird sort of retro 
charm. Once you learn to juggle all the various 


BRAZIL 


A bombing run over Brazil 


elements, you may well find yourself addicted. 
A few days later, however, the numbing same- 
ness of what you're doing should break that 
addiction. Kudos to Psygnosis for trying some- 
thing new and off-beat; but good intentions 
only go so far. Without Kim Basinger as the 
prize, Global Domination’s weird retro charm 
soon wears thin. John Altman 


Global Domination 

Psygnosis * Requirements: Windows 95/98, 
166MHz Pentium or higher, 32MB of RAM, 4X 
CD-ROM * Multiplayer: 2-16 players, Internet, 
LAN, serial 


Thunder Brigade 


Voxels ride again! 


f you've been fed a steady diet of polygons, 

voxels probably look strange. They shim- 

mer, blur, and shuffle nervously, like they 
have something to hide. You probably don’t 
trust them. But if you’ve played NovaLogic’s 
Delta Force or Jane's Israeli Air Force, you've 
seen them at their best. 

In Thunder Brigade, voxels are used to good 
effect in its alien worlds, where their weird 
dance doesn't seem so out of place, especially 
considering some of the luminescent colors 
used here. Cool blue mountains, neon orange 
canyons, and red-hot plains paint an effective 
landscape of someplace far away and very dif- 
ferent. Unfortunately, the game itself is hardly 
worth playing. 

Graphically speaking, the game isn’t so much 
a game about futuristic tanks as it is about 
vaguely tank-shaped lumps. These lo-tech 
graphics just don’t do justice to the game’s sup- 
posed hi-tech milieu. After you get over the 
shock of the bad graphics, things look promis- 
ing. The sense of speed and motion is convinc- 
ing and even exciting. You can easily duck into 
ravines, leap over canyons, and crest hilltops to 
command a field of fire over lower ground. 

But when you start to shuffle around the 
menus, looking for a way to configure the con- 
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Red hills 


trols, you're in for a rude awakening. The game 
is saddled with an inane and restrictive control 
scheme that cannot be reconfigured, and the 
laggy mouse control makes precise aiming and 
driving almost impossible. The music, which 
can't be turned off, is what you might expect 
from a porno movie scored by Yanni. 

To the game’s credit, there is a comprehen- 
sive scenario editor that makes it easy to set up 
battles. There is a decent variety of tanks, main- 
ly distinguished by the weapons they mount. 
One tank carries a laser designator that guides 
homing missiles fired from your base. Terrain, 
sensors and distance are all factors in determin- 


Blue valleys 


ing whether another unit sees you, which 
allows for some stalking rather than head-on 
fighting. You have pretty simple control over 
your wingmen, so there are some opportuni- 
ties for moderately epic firefights. The Al tends 
to keep moving, so most battles involve one 
side racing backwards and firing while the 
other side gives chase. 

Activision's Battlezone is a similar game, but 
it's a year older than Thunder Brigade, twice as 
fun, and ten times as pretty. Get that instead. 
—Tom Chick 


Thunder Brigade 

Interactive Magic * www.imagicgames.com * 
Requirements: Windows 95/98, T1OOMHz 
Pentium or higher, 32MB of RAM, 4X CD-ROM » 
Multiplayer: 2-16 players, Internet, LAN, 
modem, serial 


Test Drive 5 


Need for Test Car & Driver 5 


here must not be enough sterile and 
T superficial racing games for the PC, 

because developers are pumping them 
out faster than they can think up new names 
for them. Accolade, for instance, released two 
of them in one month, slapping numbers at 
the end of old names. Test Drive 5 and Test 
Drive Off-Road 2 are both exceptional for being 
so unexceptional. 

Test Drive 5 has the longer pedigree and so 
it has less of an excuse for being so banal. It’s 
clear how cheesy the game will be from the 
opening cinematic. Beware of any game that 
begins with a music video of a generic grunge 


Corridors, err, Streets of San Francisco 


band behind zooming Chevy, 
Dodge, and Nissan logos. It’s refresh- 
ing to see some older classic and 
muscle cars mixed in with the usual 
suspects: a Viper, Corvette, Jag, 
Mustang, and an obligatory Nissan. 
Civilian traffic during street races is a 
nice touch, but it’s not dense 
enough to make a difference. 

Some first person shooters are 
restricted to boxy interiors and are 
dubbed “corridor shooters.” Test Drive 
5 is a perfect example of a “corridor 
driver,” where you're not so much driving on a 
track as you are a ribbon with walls on either 
side. Weather and nighttime effects are worka- 
day, although it’s entertaining to see the bead- 
ed rain-on-the-windshield effect stuck on your 
external views: this is probably from the same 
school of thought that brought us lens flare. 

Your car's relationship to the ground is ten- 
tative at best, so there’s no telling when you'll 
lose grip and careen into the walls at 150mph 
to no ill effect. Slight bumps will send you aloft 
in Carmageddon-sized jumps. Odd bugs will 
sometimes shoot you into orbit where you'll 
get a perfect view of the entire corridor, err, 
track. LAN games feature disappearing oppo- 


Snowmobile Racing 


And like the wind, it disappears without a trace 


here just aren’t enough race games on 
T the market. This holiday season has seen 

a mere 15-20 race titles in a one month 
period. With so little competition, they really 
need to do next to nothing to stand out. And 
Snowmobile Racing does just that—next to 
nothing—providing perhaps the most unmem- 
orable gaming experience of the year, one 
that’s over quick enough to not do any perma- 
nent damage. 
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Snowmobile Racing doesn’t fall prey to most 
of the clichés that afflict other race games, 
eschewing features like season play, upgrades 
and power-ups for a pure distillation of the rac- 
ing experience. You have two gameplay 
options: race or practice on any of the four 
included tracks. While it could be argued that a 
game with simple mechanics and three control 
keys (accelerate, left and right) probably does- 
n't need a practice mode, its presence is still 
appreciated as it allows you to 
master the tracks without 
those wacky computer oppo- 
nents getting in your way. 

A great benefit to race fans 
is also the game’s difficulty, or 
lack thereof. The “Easy” skill 
level lives up to its name, 
while the toughest is any- 
thing but. Expect to win races 
on the hardest setting your 
first time through, which 
makes this a perfect game for 
those looking to experience 
every single aspect of a prod- 
uct during a single lunch 
break. The whopping four 
small tracks provide plenty of 
replayability, especially with 


Driving in the middle of the corridor, err, road 


nents, but this puts all players in first place so 
they can feel good about themselves. While 
consulting the manual about this phenomenon 
(which is not mentioned), you'll find a refer- 
ence to “beating the pants off grandma.” That's 
a visual you probably didn’t need. Likewise, this 
is agame you probably don’t need. —Tom Chick 


Test Drive 5 

Accolade * www.accolade.com + Requirements: 
Windows 95/98, 166MHz Pentium or higher, 
32MB of RAM, 4X CD-ROM, 3D accelerator * 
Multiplayer: 2-6 players, LAN, same machine 


Nothing like barnstorming in your snowmobile 


their fixed number of laps. You'll be running 
five lap races for nearly an hour before perma- 
nently shelving the game. 

If all of this doesn’t set your gaming juices 
flowing, consider this: Snowmobile Racing is 
pretty much bug-free, so you probably won't 
have to spend any time downloading patches. 
If that’s not the most ringing endorsement you 
can give a product, what is? —Steve Bauman 


Snowmobile Racing 

GT Interactive * www.gtgames.com * 
Requirements: Windows 95/98, 9OMHz Pentium 
or higher, 16MB of RAM, 4X CD-ROM + 
Multiplayer: None 
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the cockpit is ready for interaction, thanks to the ok 


The Green Banana of WWII 


ou just have to love the holidays. The 
hills are carpeted with a layer of virgin 
snow, entertainment software sales 
jump 500%, and game developers around the 
country struggle with the temptation to punt 
out whatever they have into the marketplace 
and crash the party early. 

Luftwaffe Commander puts you through five 
campaigns and ten aircraft tracing the 
Luftwaffe’s exploits from German participation 
in the Spanish Civil War all the way to the clos- 
ing days of WWII. This approach creates a vari- 
ety of flyable aircraft that span a much longer 
section of time than a typical sim, but with not 
as much “horizontal variety” as one might 
expect. The FW 190 is conspicuously absent 
and half of the flyable aircraft are meant for 
multiplayer dogfights instead of campaign 
play. Still, despite a questionable variety of fly- 
able aircraft, there is a very impressive variety 
of computer-controlled aircraft to fight against. 

The graphics engine is a case of “love it or hate 
it.” Thanks to the use of bright colors, contrasting 
textures, and opaque smoke, the game has a sur- 
real “pop-up storybook” look and feel to it. While 
by no means terrible, the odd look is definitely an 
acquired taste. Otherwise, the ground textures 
are done well enough to give a fair sense of 
speed and altitude, clouds are attractive after a 
fashion, and long smoke trails cut a brilliant 
swath across the sky, all without putting too 
much strain on the system. Beware though, 
many of the special effects are incredibly weak. 

The development team really did have a lot 
of righteous thinking behind their game— 
much of it unconventional. It is exactly this atti- 
tude that gives Luftwaffe Commander its most 
endearing qualities. The game features cowl 
flaps, quick three-position prop pitch settings, 
and computer controlled planes that bob and 
weave as if flown by human pilots rather than 
automatons. A “Formation Augmentation 
Device” helps even novices fly in formation but 
without wresting the controls out of your 
hands. The computer opponents visibly drop 
flaps during slow speed combat to give them 
an edge. There is even an interesting variation 
on the padlock that switches between a dozen 
or so fixed views automatically to keep your 
target in sight. 

While the game does well with its unconven- 
tional approach, it fails to learn the lessons 
from simulations that have come before. The 
keyboard rudder controls don’t feature a “cen- 
ter the rudder” command. There is no way to 
assign all the guns to fire from a single button. 
The viewports in the fixed-view padlock system 
don't overlap, often putting enemy aircraft in 
blindspots. Worse, glancing forward and back 
in the virtual cockpit padlock requires three dif- 
ferent keystrokes—with the necessary keys 
widely dispersed across the keyboard. The lack 
of sensible targeting controls or even a simple 
“glance forward and back” control while track- 
ing a target is a mystery. 
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So much for escort duty—your charge goes 
into a death spiral 


Likewise, the flight model is something the 
team almost got right. It models most of the 
features virtual pilots want to see—torque, 
wing-blanking, spins, inertia, angle of attack, 
and so on—but the physics for takeoffs and 
landings are really awkward. Turning perfor- 
mance of the various planes often aren't consis- 
tent with historical reports, and occasionally 
the flight model behaves in strange ways that 
aren't easily accounted for. 

The artificial intelligence in the game is in 
shamefully bad shape. Sometimes the comput- 
er pilots weave and bob to extremes; it’s like 
they’re drunk or trying to make their crew air- 
sick, and it’s particularly amusing when this 
happens to be a formation of wobbling B-17s. 
Pilots that aren't inebriated have a strong 
kamikaze streak during jousting passes. Worse 
still is that the ground will rack up far more kills 
than you will. 

Finally, the campaigns are moderately amus- 
ing, but terribly shallow. While the mission 
design isn’t too bad, there is no continuity or 
sense of purpose in the game at all. All you do 
is try to survive each mission so you can unlock 


Luftwaffe Commander 


The aircraft selection list is sensible and 
user-friendly 


the next. A mission builder could have helped 
increase the game’s longevity, but alas, no such 
option exists. 

Even when you really want to enjoy this 
game, its dark side always gets in the way. It 
had the potential to be a respectable transi- 
tion-level sim if only it could have spent 
another quarter in development and testing. 
Thus, Luftwaffe Commander gets the “Green 
Banana” award from among the holidays’ 
prop-sims. Unless you have a fetish for buying 
unrefined software or SSI dedicates some seri- 
ous effort into fixing the control options, 
flight model, and Al, Luftwaffe Commander is 
just another sim shanghaied by Santa Claus. 
—Neil Mouneimne 
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Luftwaffe Commander 

Strategic Simulations, Inc. * www.ssionline.com + 
Requirements: Windows 95/98, 166 MHz 
Pentium or higher, 32MB of RAM, 8X CD-ROM = 
Multiplayer: 2-10 players, Internet, LAN, 
modem, serial 


Pro Pilot 99 


Not the plane of choice for pros 


ake no mistake, Pro Pilot 99 is a defi- 
Mi nite improvement over the previous 

version of the program. Many of the 
complaints leveled upon that version have 
been addressed, with the exception of its 
laughably bad flight modeling. The accelera- 
tion of the aircraft on the runway is beyond 
belief—you can take off in the twin engine 
King Air in 200 feet without flaps. Try shutting 
down one of the engines in any of the twins 
and there’s no yaw. The rate of turn also chal- 
lenges what is commonly accepted about air- 
craft capabilities; apply some rudder and you 
can really whip that nose round. 


How about some fishing? No problem, just taxi 
out into the middle of the bay 


On the other hand, this is an attractive prod- 
uct. The 3D accelerated graphics improve the 
performance in terms of frame rate and offer a 
much better graphic presentation than the first 
game. The new terrain contains satellite 
imagery of major cities in the USA and Europe, 
but as with most satellite scenery you need to 
be at a reasonable height (>1500ft AGL) to get 
the best view. (You still can’t use third-party 
scenery with the game.) The biggest letdown is 
the depiction of objects, which appear as gray 
shapes that have no texturing until you are 
quite close to them—for an extra thrill, fly right 
into one of the buildings and emerge 
unscathed on the far side. 

The cockpits are very presentable, with well- 
designed gauges. The inclusion of a GPS receiv- 
er is also welcome addition. Air traffic control 
(ATC) and air navigation are standout features 
of the simulation and are detailed enough to 
give the pilot a realistic feel for the communica- 
tion that happens between tower and aircraft. 

The manual, or “Flight Companion,” is a 
superb work of documentation and provides you 
with complete VFR and IFR procedures. The level 
of detail in this is better than most reference 
books you will come across on these subjects. 
The Flight planning is detailed and provides an 
easy way of creating new flight assignments. 
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The towers of Chicago; some of them actually 
have color 2 


Better still it is integrated into the package and 
you don't have to purchase it as an add-on. 

Overall ProPilot 99 is a better product than its 
predecessor. But while the graphics are state of 
the art, a flight simulator has to be assessed on 
its ability to simulate flying real aircraft, and in 
this area the game falls on its face. However, 
those new to the genre will find this a great 
product that allows you to focus on learning 
instrumentation without worrying about keep- 
ing your aircraft in one piece. -Greg Ingram 
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ProPilot 99 

Dynamix-Sierra * www.sierra.com * 
Requirements: Windows 95/98, 133MHz 
Pentium or higher, 32 MB of RAM, 4X CD-ROM = 
Mulitplayer: None 


Top Gun: Hornet's Nest 


Highway to the Generic Zone 


s a leading flight sim developer, 
MicroProse is hedging its bets by releas- 


A ing Top Gun: Hornet's Nest. They've hit 


the jackpot with a hard-core jet sim (Falcon 4.0) 
and a historical sim (European Air War), and 
now they've apparently decided to try their 
luck with the ultra-lite sim crowd. This is a 
game for the sort of casual armchair pilots who 
think flaps are things to keep 18-wheelers from 


Who knew an air-to-air missile would do this to a mosque? 


splashing mud and a stall is something you do 
to the car when you let the clutch out too fast. 
Unfortunately, Hornet’s Nest really isn’t much 
fun. Although the missions seem to be 
designed as quick little action puzzles, they're 
more often swirls of confused activity in tiny 
arenas. There’s almost no sense of the varying 
strengths for different weapons and aircraft. 
Just press the buttons and watch things blow 
up. A Sidewinder is just as effec- 
tive against a nuclear cooling 
tower as an enemy aircraft. A 
MiG-29 fighter is just as easy to 
shoot down as an Su-25 bomber. 
Granted, there are no claims of 
realism on the box. Hornet’s Nest 
deserves credit for wearing its 
simplicity on its sleeve, but the 
action is simplified to the point of 
being generic and dull. The com- 
plexity of the gameplay is per- 
haps a notch above action shoot- 
ers like /ncoming and Rogue 
Squadron, but the fun factor is 
several levels below those games. 
Although Hornet's Nest boasts 
Paramount's Top Gun license, the 
only connection to the movie is 


The F-18 Hornet 


the sad presence of character actor James 
Tolkan in about three minutes of embarrassing 
chintzy video. The saving grace for a game like 
this might have been its graphics, but aside 
from an adequate terrain engine, there’s noth- 
ing here that really holds up under close scruti- 
ny. Anyone looking for a fast, fun, pretty action 
game could do far better than Hornet’s Nest. 
MicroProse should leave the NovaLogic sims to 
NovaLogic. —Tom Chick 
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Top Gun Hornet’s Nest 

Microprose * www.microprose.com * 
Requirements: Windows 95/98, 166 MHz 
Pentium, 32MB of RAM, 4X CD-ROM = 
Multiplayer: 2-8 players, Internet, LAN, modem 


COMPUTER GAMES 


. et @ 4 Fen 
SQUADRON: 
SCREAMIN’ DEMONS 
5 OVER EUROPE’ 
m Ground-breaking sim- 
= ulator engine based on 
mathe most accurate 
inertia, gravity, & force 
calculations to date. 
Each of the nine planes 
flies just like its real- 
= world counterpart, and 
m contains 30 unique 
scenarios. Planes take 
damage on a per-poly- 
gon basis, which real- 
istically and adversely 
Se affects handling . 


Activision 
(Simulation) 
Release: 3/99 
PC CD 


‘FALCON 4.0’ includes the 
Squadron Leader Special Edition 
Binder. Falcon 4.0 breaks the sight 
and sound barrier with cutting 
edge graphics, realism, dynamic 
campaigns & multi-player game- 
play. Features accurate topo- 
graphical terrain, detailed radar & 
weapons, hyper-realistic flight 
models and stunning visuals. 
Microprose (Simulation) 
Release: NO 

PC CD 

FALCON 4.0 ADD-ON MIG-29 


Release 04/99 


‘SU-27: FLANKER 2.0’ Previously 
classified Russian _ satellite 
imagery is used to generate a 3D 
world with texture-mapped ter- 
rain. Boasting a dynamic mission 
editor, Flanker 2.0 provides users 
with a feeling of total immersion in 
a realistic and accurate theater of ig 
operations environment. Engage 
in 16-player network battles via a 
LAN, or 2-player head-to-head 
fights over the Internet! 
Mindscape/SSI(Simulation) 
Release: 4/99 

PC CD 


‘SAITEK CYBORG 3D STICK’ 
This unique stick sports an 
incredible array of functions & is 
also completely configurable. By 
using the unique Cyborg adjust- 
ment tool, the Cyborg 3D Stick 
can be configured to fit your 
hand, whatever your hand-size & 
whether you are right or left- 
handed. Precise 3D twist function 
& ratio digital technology. Up to 
24 programmable actions. 
Saitek (Hardware) 

Release: NOW 

PC 


‘THIEF: THE DARK PROJECT’ 
Thief's brand-new engine, called 
the Dark Engine, allows for a high § 
degree of texture detail. This first- 
| person shooter requires more | 
patience than brawn; study 
guard’s patrol patterns, shroud 
yourself in shadow, & tiptoe 
stealthily from room to room as 
you make your way through the 
levels. 


Eidos (Roleplaying) 
Release: NOW 
PC CD 


‘HEAVY GEAR 2’ 


New engine 
takes full advantage of emerging 
3D technologies, and enables you 
to experience a new level of light- 
ning-fast combat action, as well 
as indoor battles, realistic physics 
and photo-realistic terrain and 
graphical effects. To accomplish 
your goals, your elite special ops 
force has to fight through a wide 
variety of battlefields set on mul- 
tiple planets. 

Activision (Action) 
Release: 3/99 

PC CD 
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COMPUTER GAMES: SIMULATION 


TITLE 
10th Planet 
1943 Euro Air War 
3D Naval Battles 
3D Railroad Master 
A-10 Warthog 
Aces: X-Fighters W95 
AH-64D Longbow 2 
Air Warrior 2 
Air Warrior 3 
AMA Superbike 
Anarchy 
Apache Havoc 
Apollo 18 
Ares Rising 
Armored Fist 2 
ATF Gold 
Babylon 5 Combat Sim 
Boss Rally 
Brnout Champ Dragrcng 


Burnout Chmp Drgrcg CE 


CART Precision Racing 


Castrol Honda Superbike 


Comanche 3 
Comanche Gold 
Confirmed Kill 

Dawn of Aces 
Descent: Freespace 2 
EF 2000 V 2 

Extreme Assault 
Extreme G2 

F/A 18 Korea 

F1 ‘98 

F1 Racing Sim 

F-15 

F-16 Agressor 

F-22 ADF 

F-22 ADF Red Sea Ops 
F-22 Lightning 3 
F-22 Raptor 

F22 Total Air War 

FA 18 Hornet 3 
Falcon 3 Classic 
Falcon 4.0 

Falcon 4.0: MiG 29 
Fghtng Ficn Bck Bgdd 
Fighter Duel 2 


RELEASE 
08/99 
11/98 
03/99 
10/98 
03/99 
06/99 
12/97 
02/97 
12/97 
04/99 
03/99 
02/99 
01/99 
09/98 
10/97 
03/97 
09/99 
03/99 
05/98 
11/98 
11/97 
05/98 
04/97 
05/98 
09/99 
12/98 
04/99 
07/97 
07/97 
02/99 
12/97 
03/99 
04/98 
03/98 
03/99 
12/97 
10/98 
05/99 
12/97 
10/98 
04/97 
10/97 
12/98 
04/99 
07/97 
09/99 


PRICE 
$48.99 
$34.99 
$49.99 
$49.99 
$46.99 
$49.99 
$38.99 
$24.99 
$36.99 
$39.99 
$41.99 
$39.99 
$35.99 
$19.99 
$25.99 
$12.99 
$48.99 
$34.99 
$39.99 
$37.99 
$19.99 
$34.99 
$17.99 
$29.99 
$39.99 
$28.99 
$44.99 
$19.99 
$29.99 
$28.99 
$36.99 
$35.99 
$19.99 
$38.99 
$46.99 
$39.99 
$15.99 
$46.99 
$19.99 
$38.99 
$26.99 
$12.99 
$39.99 
$32.99 
$25.99 
$44.99 


TITLE RELEASE 
Flight Unlimited 2 12/97 
Flight Unlimited 3 03/99 
Fly Hunter 01/99 
FLY! 07/99 
Flying Corps Gold 02/98 
Flying Nightmares 2 09/99 
Formula 1 CE 08/98 
Formula One 04/99 
Front Line Fighters 08/98 
G-Nome 02/97 
Grand Prix Legends 10/98 
Gunship 3 09/99 
iA-10 Warthog 03/99 
iF/A-18 CSF 08/98 
iF-22 Raptor 07/97 
iF-22 v5.0 03/98 
Independence War 09/98 
Inertia 04/99 
Interceptor 03/99 
iPanzer 44 04/98 
Jeff Gordon Racing 03/99 
Jet Fighter 3 Missn 05/97 
Jet Fighter 3 Platinum 11/97 
Jet Fighter Full Burn 07/98 
Jet Warrior-Vietnam 04/99 
Jhnny Hrbrt GP Champ =: 10/98 
Joint Strike Fighter 12/97 
Ka-52 Team Alligator 12/99 
Kid Pilot 01/99 
LEGO Racers 07/99 
Luftwaffe Commander 12/98 
M1 Tank Platoon 2 04/98 
Man of War 2 03/99 
Manx TT 11/97 
MechWarrior 3 05/99 
Midtown Madness 06/99 
Mig Alley 03/99 
Monaco Grand Prix Reg 2 02/99 
Monster Truck Madnss 2 07/98 
Moto Racer GP 2 11/98 
Motocross Madness 08/98 
Motorhead 02/99 
MS Combat Flight Sim = 11/98 
MS Combat FS: Cbt Plt 1 02/99 
MS Flight Sim 98 09/97 
MS Flight Sim Triple Pk 08/98 


CONTROLLERS 
12/98 $179.99 


ANKO GC-FBW1 Wheel 
CH EXL 500 Racing Set 
CH F16 Flightstick 
CH Flight Sim Yoke 


CH Flight Sim Yoke USB 


CH Flight Stick Pro 

CH Game Card 3 Auto 
CH Gamestick 3D USB 
CH Jane's Combt Stck 
CH Joystick Switchbox 
CH Pro Pedals 

CH Pro Throttle 

CH Virtual Pilot Pro 
Gravis PC Gamepd Pro 
Gravis Xtrmntr Gme Pd 


09/98 
11/95 
03/99 
03/99 
09/93 
02/91 
11/98 
07/97 
12/97 
12/94 
03/96 
12/94 
11/96 
07/98 


$52.99 
$34.99 
$79.99 
$89.99 
$49.99 
$25.99 
$45.99 
$68.99 
$23.99 
$79.99 
$84.99 
$74.99 
$26.99 
$43.99 


Gravs PC Gm Pd Pro USB 02/99 $29.99 
Interact FX FF Reng Whi 03/99 $37.99 
Interact V4 F Fdbk WhI 02/99 $129.99 
Ltech WM Form Fre WhI 01/99 $139.99 
Ltech WM Formula WhI_ =11/98 $89.99 
Ltech WingMan Frce Jstk 10/98 $94.99 
Alien Vs Predator 03/99 $48.99 
Amen: The Awakening 04/99 $48.99 
Battlezone 2 07/99 $48.99 
Battlezone Level Pack 02/99 $18.99 
Battlezone: Red Odyssey 03/99 $24.99 
Beneath 09/99 $48.99 
Blood 2 12/98 $29.99 
Blood 2: Nightmare Lvis 03/99 $18.99 
Carmageddon 2 11/98 $39.99 
Creed 07/99 $44.99 
Critical Depth 03/99 $48.99 
Cybermercs 03/99 $39.99 
Daikatana 05/99 $39.99 
Delta Force 10/98 $37.99 
Descent 3 05/99 $39.99 
Descent Freespace 06/98 $29.99 
Devastator 07/99 $44.99 
Drakan 03/99 $39.99 
Duality 02/99 $46.99 
Duke Nukem Forever 09/99 $48.99 
Elysium 07/99 $48.99 
Esoteria 02/99 $46.99 


PRICE 
$19.99 
$45.99 
$29.99 
$46.99 
$18.99 
$39.99 
$40.99 
$39.99 
$39.99 
$18.99 
$29.99 
$48.99 
$43.99 
$37.99 
$19.99 
$35.99 
$39.99 
$43.99 
$26.99 
$19.99 
$44.99 
$25.99 
$34.99 
$19.99 
$44.99 
$29.99 
$24.99 
$44.99 
$19.99 
$44.99 
$49.99 
$29.99 
$39.99 
$39.99 
$49.99 
$44.99 
$39.99 
$43.99 
$41.99 
$39.99 
$44.99 
$44.99 
$48.99 
$24.99 
$52.99 
$16.99 


TITLE RELEASE 
MS FS 98 Afrcn Safri 02/99 
MS FS 98 Air Force One 09/98 
MS FS 98 Air Races 02/99 
MS FS 98 Airbus 09/98 
MS FS 98 CoPilot 2 03/99 
MS FS 98 Dang Airport 09/98 
MS FS 98 DC-3 09/98 


MS FS 98 Insnt AirpIn Mkr01/99 
MS FS 98 Jstice Frm Abve11/98 


MS FS 98 MegaScenery 11/98 
MS FS 98: Concorde 01/99 
MS FS 98: RAF 01/99 
MW Mercenaries 3Dfx 07/97 
Nascar Racing 2 12/96 
Nascar Racing 3 07/99 


Nations Fighter Command 02/99 


Need for Speed 2 SE 11/97 
Need for Speed 3 09/98 
Newman Haas Racing 11/98 
Newman-Haas Racing 2 02/99 
NHRA Drag Racing 02/99 
Nuclear Strike 11/97 
Panzer Commander 05/98 
Panzer Elite 03/99 
Phantom Ace 06/99 
Powerboat Racing 03/98 
Powerslide 12/98 
Privateer 2 SE 12/97 
Privateer 3 12/00 
Pro Pilot USA 12/98 
R/C Pilot 02/99 
Red Baron 2 12/97 
Red Baron 3D 11/98 
Red Line Racer 08/98 
Redline 03/99 
ReVolt 08/99 
Rollcage 04/99 
Rush 2 03/99 
o.GP 02/99 
Sand Warriors 09/97 
Screamer 09/97 
Screamin Demon Europe 03/99 
SHOGO: Legacy of Fallen 04/99 
Sierra Pro Pilot 99 11/98 
Silent Hunter 2 03/99 
Silent Hunter CE 10/97 


PRICE 
$25.99 
$29.99 
$18.99 
$29.99 
$29.99 
$25.99 
$29.99 
$26.99 
$29.99 
$39.99 
$26.99 
$26.99 
$12.99 
$38.99 
$47.99 
$35.99 
$19.99 
$42.99 
$39.99 
$35.99 
$34.99 
$14.99 
$29.99 
$39.99 
$48.99 
$23.99 
$25.99 
$39.99 
$52.99 
$19.99 
$99.99 
$26.99 
$39.99 
$39.99 
$38.99 
$38.99 
$42.99 
$43.99 
$39.99 
$22.99 
$12.99 
$44.99 
$26.99 
$39.99 
$46.99 
$26.99 


= 


TITLE 
Sint Hntr Patrol 2 
Spearhead 
Spearhead Exp Pack 
SS Nascar Racing 2 
SS Nascar Racing 99 
SS Nscr Grnd Nat Srs 


RELEASE 


03/97 
09/98 
04/99 
08/98 
11/98 
09/98 


SS SODA Off Road Reing 07/98 


Starlancer 

Starsiege 

SU-27 Flanker 2 
SU-27 Flanker Msn #1 
SU-27 Finkr 2 Add-On 


09/99 
03/99 
03/99 
07/97 
09/99 


SU-27 Squadrn Comm Ed 10/97 


Super Hornet 2000 


Superbike World Champ 


Tanarus 

Tank! 

Team Apache 
Terminus 

Test Drive 5 

Test Drive Off Rd 2 


Tie Fghtr Clict w/Vhcl Ref 


TOCA Racing 


Top Gun 2 Hornets Nest 


Touring Car 

Train Dispatcher 2 
Trans-Am Racing 68-72 
Ultimate Racing Pro 
UltraFighters 

Vangers 

V-Rally 

W.A.P. Israeli Air Fre 
Warbirds 

Warbirds 2 


Wing Comm 5: Prophcy 
Wing Cmmndr Prpcy Gld 


Wings of Destiny 

WW II Fighters 

X-Car Exprmntl Ren 
X-Com Interceptor 
Xenocracy 

X-Wing Alliance 
X-Wing Collector's Srs 
X-Wng v Tie Cmp 1 
X-Wng v Tie Fghter 


03/99 
03/99 
11/98 
04/99 
06/98 
05/99 
12/98 
11/98 
12/98 
12/98 
01/99 
03/98 
08/98 
06/99 
03/98 
12/98 
07/98 
04/99 
09/98 
06/98 
12/98 
12/97 
10/98 
04/99 
11/98 
08/97 
06/98 
02/99 
03/99 
06/98 
12/97 
05/97 


X-Wng v Tie W Binc Pwr 10/98 


PRICE 
$14.99 
$37.99 
$22.99 
$26.99 
$29.99 
$26.99 
$19.99 
$48.99 
$45.99 
$49.99 
$15.99 
$29.99 
$25.99 
$46.99 
$44.99 
$18.99 
$48.99 
$19.99 
$48.99 
$37.99 
$37.99 
$32.99 
$37.99 
$26.99 
$30.99 
$39.99 
$42.99 
$24.99 
$37.99 
$25.99 
$44.99 
$44.99 
$26.99 
$26.99 
$19.99 
$37.99 
$39.99 
$44.99 
$15.99 
$14.99 
$39.99 
$49.99 
$29.99 
$19.99 
$26.99 
$39.99 


Ltech WingMan Gamepad 11/98 $28.99 — Saitek R4 Fre Fdbk WI 11/98 $169.99 
Ltech WingMan Xtrm Dig 06/98 $38.99 Saitek R4 Racing WhI 12/98 $92.99 
MS SWinder Prec Pro 10/97 $54.99 Saitek X-36 Cont Sys 05/98 $107.99 
MS SWndr FStl ProPad 10/98 $65.99 Space Orb 360 10/96 $42.99 
MS SWndr Prec Pad USB 01/99 $65.99 Suncom SFS Throttle 04/98 $89.99 
MS SWndr Prec Pro USB 08/98 $62.99 1M Attack Throttle 04/98 $49.99 
MS SideWinder FF Wh! 10/98$169.99 TMDriving ControlT2 10/95 $89.99 
MS SideWinder Standard 12/98 $29.99 TMElite Ruddr Pedals 03/98 $65.99 
MS Sidewinder FF Pro 09/97$129.99 TMF16 TQS 06/95 $114.99 
MS Sidwinder Game Pad 10/96 $29.99 TM F22 Pro 10/96 $129.99 
Mad Catz Andretti Wh! 01/99$109.99 TM FLC F16 System 10/94 $108.99 
Mad Catz Panther XL 01/98 $62.99 TM Frag Master 12/98 $65.99 
PDPIL4 Dig Game Card 12/98 $79.99 TM Fusion Game Pad 01/99 $19.99 
Quickshot Master Pilot 98 04/98 $37.99 TM Game Card 02/93 $32.99 
Quickshot Mstr Pilt Val 03/98 $59.99 TM Millennium 3D Int 01/98 $44.99 
Quickshot MstrPit Prog 04/98 $25.99 TM NASCAR Chargr 02/99 $34.99 
Quickshot SkyCommander05/98 $59.99 TMNascar RacngWhl 12/97 $118.99 
Saitek Cyborg 2000 Jstk 01/99 $24.99 TMNser Fre GT Reg WhI 12/98 $149.99 
Saitek Cyborg 3D Jstk 11/98 $52.99 TMNscr Pro Dig Reg Whi 03/99 $89.99 
Saitek Cybrg 3D Jstk USB 12/98 $55.99 TMNscr Spr Sprt Wheel 12/98 $69.99 
Saitek Cyborg 3D Pad 11/98 $38.99 TM Top Gun Jystk USB 02/99 $29.99 
Saitek PC Dash 04/98 $49.99 TM Top Gun Platinum 02/99 $25.99 
COMPUTER GAMES: ACTION 
EXFOR Omega 02/99 $48.99 Prey 06/99 $49.99 
Flash Point 06/99 $39.99  Profiteer 02/99 $45.99 
Galleon 06/99 $46.99 Project V1 06/99 $48.99 
Giants 09/99 $48.99 Quake 2 12/97 $36.99 
Gruntz 03/99 $18.99 Quake 2 Bundle Pack 03/99 $47.99 
Guardian 05/99 $48.99 (Quake 3 Arena 06/99 $48.99 
Half Life 11/98 $34.99 Rainbow 6: Eagle Watch 01/99 $19.99 
Half Life: Tm Fortress 02/99 $24.99 Rainbow Six 08/98 $29.99 
Heavy Gear 2 03/99 $45.99 Recoil 02/99 $39.99 
Heretic 2 12/98 $39.99 Rednk Rmpg Fam Reunion03/99 $29.99 
Hired Guns 02/99 $39.99 Requiem 03/99 $45.99 
Incoming Add On 02/99 $23.99 Resident Evil 2 03/99 $34.99 
Interstate 82 06/99 $45.99 Ricochet 03/99 $35.99 
Kingpin: Life Crime 06/99 $44.99 Road Wars 04/99 $44.99 
Loose Cannon 09/99 $44.99 Seed 02/99 $48.99 
Max Payne 09/99 $47.99 Shadowman 04/99 $38.99 
MDK 2 02/99 $44.99 Shock Force 05/99 $39.99 
Messiah 09/99 $48.99 SHOGO: Mobile Armr Div 10/98 $29.99 
Metal Fatigue 07/99 $35.99 Slave Zero 07/99 $44.99 
Mission Impossible 07/99 $44.99 Soldier 05/99 $46.99 
Mortyr 03/99 $37.99 South Park 03/99 $38.99 
Oni 07/99 $44.99 Space Marine Ambush 05/99 $46.99 


VIDEO CARDS 
04/99 $124.99 
04/99 $174.99 
04/99 $244.99 


3Dfx Voodoo3 2000 


3Dfx Voodoo3 3000 AGP 


3Dfx Voodoo3 3500 


COMPUTER GAMES: HARDWARE 


ATI All-in-Wonder 16 03/99 $249.99 
ATI All-in-Wonder 32 09/99 $299.99 
ATI Rage Fury 32 02/99 $189.99 
ATI Xpert 128 16 01/99 $139.99 
Creatv 3D Blstr Savg 4 32 05/99 $129.99 
Diamond Viper V550 01/99 $179.99 
Meta Wkd3D Vengnce 16 01/99 $118.99 
Q3D Raven 16 12/98 $79.99 
$3 Savage4 GT 16 03/99 $159.99 
$3 Savage4 PRO 32 04/99 $199.99 
STB Velcty 4400 PCI16 ~=—- 10/98 $149.99 
STB Velocity 4400 AGP 12/98 $169.99 


SOUND CARDS 
Diamond Monster MX300 01/99 $89.99 
08/98 $179.99 
Sound Blaster LIVE! Value 10/98 $89.99 


Sound Blaster LIVE 


Sound Blaster PC1128 


08/98 


Turtle Bch Mntgo A3DX 2 12/98 


$69.99 
$89.99 


SpeedtTribes 


03/99 


Star Trek Klingon Academy07/99 


Starship Troopers 
Starshot 
Starsiege: Tribes 
System Shock 2 
Tenchu 


Thief: The Dark Prict 


Thunder Brigade 
Tomb Raider 2 Gold 
Tomb Raider 3 
Tomorrow Never Dies 
Turok Dinosr Huntr 2 
Unreal 

Unreal 2 

Unreal Level Pack 
Unreal Mega Pak 
Unreal Tournament 
Urban Assault Add-On 
Weekend Warrior 
WW II G.I. 

X-Com Alliance 


06/99 
07/99 
12/98 
06/99 
05/99 
12/98 
04/99 
05/99 
11/98 
03/99 
02/99 
06/98 
08/99 
03/99 
03/99 
03/99 
03/99 
05/99 
04/99 
07/99 


zi 


$42.99 
$48.99 
$46.99 
$39.99 
$29.99 
$45.99 
$48.99 
$29.99 
$39.99 
$24.99 
$29.99 
$48.99 
$39.99 
$29.99 
$44.99 
$24.99 
$47.99 
$36.99 
$24.99 
$44.99 
$18.99 
$47.99 
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COMPUTER GAMES: STRATEGY 


TITLE RELEASE PRICE TITLE RELEASE PRICE TITLE RELEASE PRICE TITLE RELEASE PRICE 
AD&D Birthright 07/97 $27.99 Dawn of War 01/99 $39.99 LEGO Rock Raiders 09/99 $42.99 SimMars 09/99 $44.99 
Admiral Sea Battles 11/96 $18.99 Deadlock 2 03/98 $19.99 Liberation Day 03/98 $35.99 SimSafari 03/98 $19.99 
Age Empires Finl Conqst 07/98 $18.99 Dominant Species 10/98 $29.99 Lords of Magic 12/97 $34.99 SimTunes 12/96 $25.99 
Age of Empires 10/97 $29.99 Dominion Storm 06/98 $19.99 Lords of Magic SE 11/98 $39.99 Soldiers at War 05/98 $27.99 
Age of Empires 2 09/99 $48.99 Dune 2000 09/98 $39.99 Lords Realm 2 11/96 $19.99 Star Trek Birth Fed 05/99 $44.99 
Age of Emprs Cnqst Ages 02/99 $26.99 Dungeon Keeper 07/97 $14.99 Lords Realm2ExpPk 06/97 $28.99 Star Trek: New Worlds 11/99 $46.99 
Age of Emprs Rise Rme 11/98 $29.99 Dungeon Keeper 2 04/99 $45.99 Machine Hunter 03/99 $39.99 Star Trk Starflt Comm 11/99 $48.99 
Age of Wonders 02/99 $46.99 Dungeon Keeper Gold 04/98 $19.99 Magic & Mayhem 03/99 $46.99  StarCon 01/99 $44.99 
Alien Intelligence 01/99 $45.99 Earth 2140 10/97 $14.99 Magic Spells of Anct 10/97 $19.99 Starcraft 04/98 $36.99 
Alpha Centauri 02/99 $43.99 Earth 2150 09/99 $44.99  Magic:the Gathering 03/97 $15.99 Starcraft Brood Wars 12/98 $24.99 
Ancnt Cngst: Gldn Fice 03/99 $42.99 Emergency 09/98 $19.99 Majesty: Empre Drkinds 05/99 $48.99 Starcraft Insurrection 08/98 $26.99 
Anno 1602 01/99 $42.99 Emergency Room 2 02/99 $26.99  Malkari 03/99 $37.99 — Starcraft Retribution 01/99 $19.99 
Armored Moon 02/98 $26.99 Emperor of Fadng Suns 01/97 $18.99 Master of Orion 2 11/96 $19.99 Stars Twinpack 06/98 $27.99 
Army Men 05/98 $26.99 Empire of the Ants 02/99 $42.99 MAX 12/96 $15.99 Starship Diplomacy 05/99 $48.99 
Army Men 2 03/99 $35.99 Enemy Nations 04/97 $19.99 MAX2 06/98 $25.99 — Stellar Frontier 05/99 $44.99 
Axis & Allies 09/98 $39.99 Entrepreneur 10/97 $38.99 | MechCommander 07/98 $29.99 Stratosphere 06/98 $46.99 
Battlecrser 3000 AD V 2.0 12/98 $17.99 Entrepreneur Corp Exp 01/99 $24.99 MechCommander 2 10/99 $48.99 Submarine Titans 04/99 $39.99 
Battlecruiser 3020 AD 06/99 $44.99 Evolution 01/98 $29.99 MechCommandr Exp Pck 05/99 $29.99 SWAT 2 07/98 $29.99 
Black & White 06/99 $48.99 Extreme Tactics 10/98 $48.99 Missn Fre:Cybrstrm 2 06/98 $36.99 The Rift 09/99 $44.99 
Blood & Magic 11/96 $14.99 Final Countdown 04/99 $44.99 MTG Duels of Planeswikr 02/98 $19.99 TheSims 08/99 $39.99 
Braveheart 05/99 $34.99 Fleet Command 03/99 $48.99 Myth 11/97 $19.99 Theme Hostpital 04/97 $14.99 
C & C Red Alert 11/96 $19.99 Force 21 10/99 $45.99 Myth2v1.1 01/99 $39.99 Theocracy 01/99 $37.99 
C&C 2: Tiberian Sun 06/99 $54.99 Force Commander 11/99 $49.99  Netstorm 11/97 $19.99 Total Annhitn Kingdoms 06/99 $46.99 
C&C Gold Bundle 11/98 $19.99 Fragile Allegiance 03/97 $14.99 Outpost 2 09/97 $19.99 Total Annihilation 10/97 $29.99 
C&C Gold W95 02/97 $14.99 Galilean Conflict 02/99 $35.99 Pax Imperia 2 11/97 $26.99 Total Annihilation 2 08/99 $48.99 
C&C Red Alert Arsnl 12/98 $26.99 Gangsters 12/98 $29.99 Plague 09/99 $42.99 Total Annitn Cr Ctgcy 04/98 $19.99 
C&C Sole Survivor Online 12/97 $25.99 Global Domination 11/98 $39.99 Politika 11/97 $18.99  Totl Annhitn Bttl Tctes 08/98 $19.99 
C&C Worldwide Warfre 11/98 $43.99  Hardwar 08/98 $14.99  Populous 3 11/98 $45.99 Tribal Rage 06/98 $34.99 
Caesar 3 10/98 $39.99 Heroes M&M2Exp Pk 05/97 $17.99 Railroad Tycoon 2 11/98 $44.99 Uprising 10/97 $12.99 
Capitalism Plus 05/97 $29.99 Heroes M&M 2 Gold 12/98 $18.99 Reach for Stars 2 04/99 $48.99 Uprising 2 12/98 $21.99 
Civ 2 Fantasy Worlds 11/97 $19.99 Heroes of M&M3 03/99 $39.99 Rebel Moon Revolution 03/99 $36.99 Wall Street Tycoon 05/99 $44.99 
Civ 2 Multiplayer Gold Ed 12/98 $24.99 Hidden Wars 02/99 $48.99 Rebellion 03/98 $28.99  Wall$treet Trader 99 02/99 $39.99 
Civ 2 Test of Time 08/99 $48.99 History of World 05/97 $12.99 Rebellion W/ Strat Gde 01/99 $46.99 War of the Worlds 01/99 $29.99 
Civilization 2 Scen 11/96 $23.99 Hollywood Mogul 12/97 $29.99 Risk 11/96 $19.99 WarBreeds 03/98 $19.99 
Civilztn Call to Powr 03/99 $44.99 Homeworld 03/99 $48.99 Rival Realms 07/99 $42.99 Warcraft 2 Platinum 07/99 $39.99 
Cmmndos:Bynd Call Duty 03/99 $19.99 Imperialism 08/97 $19.99 RoboRumble 12/98 $26.99 Warcraft 3 11/99 $46.99 
Colonization W95 02/99 $19.99 Imperialism 2 03/99 $47.99 RollerCoaster Tycoon 03/99 $27.99 Wargames 07/98 $39.99 
Commandos 09/98 $29.99 Imperium Galactica 06/97 $32.99 RR Tycn 2: 2nd Century 04/99 $28.99 Wargasm 01/99 $48.99 
Conflict of Nations 02/99 $46.99 Incubation 10/97 $38.99 Ruthless.com 11/98 $12.99 Warhmmr 40K Chs Gate 11/98 $44.99 
Cong New World Dix 11/96 $15.99  Incubation:Wilderness 05/98 $19.99 Sentient 05/97 $39.99 Warlords 3 08/97 $14.99 
Conquest 09/99 $46.99 Industry Giant 04/98 $36.99 Sentinel Returns 10/98 $26.99 Warlords 4 09/99 $48.99 
Conquest New World 2 11/99 $48.99 Jaggd Allnc DdlyGame 09/96 $14.99 Settlers 2 Gold 04/97 $19.99 Warlrds3DrkLrdRsg 08/98 $37.99 
Creatures 2 09/98 $35.99 Jagged Alliance 2 07/99 $44.99 Settlers 3 11/98 $37.99 Warwind 2 11/97 $19.99 
Creatures 2 Deluxe 03/99 $28.99  Jakkal: Flesh+Bones 01/99 $39.99 Seven Kingdms Anc Adv 06/98 $34.99 Warzone 2100 03/99 $34.99 
Creatures Life Kit 1 01/98 $14.99 KKND 03/97 $19.99 Seven Kingdoms 12/97 $35.99 Wooden Ship Iron Mn 10/96 $29.99 
Dark Colony 08/97 $12.99 KKND2 10/98 $34.99 Seven Kingdoms 2 05/99 $39.99 Worldcraft Pro 02/99 $39.99 
Dark Reign 2 06/99 $48.99 KKND Extreme 10/97 $19.99 Shadow Company 05/99 $42.99 Worms 2 01/98 $24.99 
Dark Reign Futre War 09/97 $22.99 Knights & Merchants 10/98 $39.99 Shadowpact 02/99 $43.99 Worms Armageddon 02/99 $39.99 
Dark Reign MP 1 04/98 $19.99 LEDWars 04/99 $41.99 SimCity 2000 Spec Ed 04/97 $18.99 X-Com Apocalypse 08/97 $19.99 
Dark Reign MP 2 07/98 $26.99 Legend of the Five Rings 12/99 $42.99 SimCity 3000 01/99 $44.99 _Yoot's Tower 01/99 $35.99 

COMPUTER GAMES: ROLE PLAYING 
AD&D Core Rules 2.0 Exp 06/99 $29.99 Diablo 01/97 $19.99 Lands of Lore 3 03/99 $44.99 Shadowrun: Assassin 07/99 $46.99 
Ananchronox 04/99 $48.99 Diablo 2 09/99 $48.99 Legacy of Kain 2 04/99 $37.99 Silver 05/99 $44.99 
Ancient Evil 02/99 $45.99 Diablo Bundle 10/98 $29.99 Might & Magic 6 04/98 $29.99 Swords & Sorcery 06/99 $48.99 
Baldur's Gate 12/98 $39.99 Disciples: Sacred Lands 05/99 $44.99 Might & Magic 7 06/99 $48.99 Swords of Heroes 05/99 $46.99 
Baldur's Gate 2 05/00 $44.99 — Eldr Scrils Mrrowind 03/99 $54.99 Mordor 2 06/99 $38.99 The Summoner 06/99 $44.99 
Baldrs Gate Exp Pk 2 12/99 $23.99 EverQuest 03/99 $48.99 Nox 03/99 $47.99 Third World 05/99 $48.99 
Baldrs Gate: Tle Swrd Cst 03/99 $19.99 Fallout 2 11/98 $29.99 Odium 05/99 $38.99 Ultima 9 Ascension 07/99 $52.99 
Baldur Gate w/EP 1 08/99 $48.99 Final Fantasy VII 06/98 $32.99 Planescape Torment 07/99 $47.99 Ultima Online: 2nd Age 11/98 $44.99 
Blade 02/99 $45.99 Good & Evil 06/99 $48.99 Rage Mages 2:Necromncr 04/99 $38.99 Vampire: The Masquerade 11/99 $48.99 
Clans 03/99 $43.99  Gothica 02/99 $48.99 Revenant 05/99 $29.99 Werewolf: Apocalypse 12/99 $48.99 
Darkstone 04/99 $45.99 Hexplore 09/98 $25.99 Septerra Core “ 10/99 $48.99 Wizardry 8 06/99 $49.99 
ROLE PLAYING GAMES 
AD&D 2nd Edition Rules AD&D Birthright AD&D Forgotten Realms Roleplaying 
DungeonMaster Guide 02/95 $23.99 Cities of Sun 12/95 $15.99 | Cormanthyr: Empr of Elves03/98 $23.99  Alternity Gamemaster Guide05/98 $24.99 
Monstrous Manual 02/95 $29.99 Havens Great Bay 11/96 $17.99 Demi Human Deities 12/98 $21.99 Ars Magica 4th Ed 08/95 $25.99 
Players Handbook 02/95 $28.99 King ofthe Giantdowns 08/97 $10.99  Elminster Ecology 2 01/96 $13.99 Call of Cthulhu 5th Ed. 07/98 $24.99 
Spells & Magic 06/96 $19.99 Legacy Kings Campaign 09/95 $24.99 Forgotten Realms Cmpgn 07/95 $24.99 Conspiracy X 09/96 $22.99 
Legends HeroKings 11/96 $16.99 Four from Cormyr 12/97 $16.99 Cyberpunk 2020 05/95 $17.99 
AD&D Accessories Naval Battle Syst 11/96 $9.99 How Mighty are Fallen 11/96 $10.99 Deadlands Rulebook 10/97 $27.99 
Arms & Equipment Guide 05/95 $18.99 Rijurik Highlands 01/97 $16.99 Lands of Intrigue 10/97 $25.99  DeadlandsHell on Earth 12/98 $26.99 
Complete Books asstd. ea.06/95 $17.99 Sword of Roele 03/96 $10.99 Night Below Undrdrk Cmpgn12/95$26.99 Dragonlance 5th Age 09/96 $20.99 
Country Sites 11/95 $11.99 Tribes of Heartless Wsts 01/98 $16.99 Powers & Pantheons 09/97 $19.99 Earthdawn 06/95 $17.99 
Deck Encounter tor 2 ea. 09/95 $18.99 Warlock Stonecrowns 01/96 $8.99 Villains’ Lorebook 08/98 $21.99 GURPS Rulebook 02/95 $22.99 
Encyclopedia Magica 1-4 ea.04/95$21.99 Volo Guide Dalelands 07/96 $12.99 Heavy Gear 08/95 $26.99 
Monst Comp Anni 3or 4 ea.11/96 $18.99 AD&D Lankhmar Wizards & Rogues of Realm02/96$19.99 Heroes Unlimited 2nd Ed. 02/98 $21.99 
Sages & Specialists 08/96 $16.99 Avengers of Lankhmar 07/96 $8.99 MERP 2 Softcover 10/95 $19.99 
Wizard Spell Comp 1-4 e€a.10/96 $22.99 City of Lankhmar 02/95 $17.99 AD&D Planescape Mage 2nd Ed. 02/95 $28.99 
Cutthroats of Lankhmar 09/95 $18.99 Campaign Setting 02/95 $28.99 Marvel Super Heroes 09/98 $21.99 
AD&D Al-Qadim Prince of Lankhmar 09/95 $9.99 Faction War 11/98 $16.99 Palladium Fantasy 03/98 $21.99 
Caravans 10/95 $15.99 Rogues of Lankhmar 09/95 $7.99 Guide to Ethereal Plane 12/98 $15.99 Pendragon 4th Ed. 05/95 $19.99 
City of Delights 09/95 $16.99 Slayers of Lankhmar 08/96 $11.99 _ Inner Plains 01/99 $16.99 Rifts 06/95 $21.99 
Corsairs of Great Sea 09/95 $14.99 Tales of Lankhmar 06/98 $10.99 Planes Chaos Box 04/95 $30.99 Robotech 04/95 $11.99 
Golden Voyages 02/96 $15.99 Wonders of Lankhmar 09/96 $7.99 Planewalker's Handbook 09/96 $19.99 Shadowrun 3rd Edition 10/98 $28.99 
Ruined Kingdom 06/95 $14.99 Star Fire 3 Ed. Pack 12/98 $19.99 
AD&D Greyhawk Adv AD&D Ravenloft StarWars Revised 01/97 $27.99 
AD&D Dark Sun Adventure Begins 12/98 $17.99 Castle Forlorn 09/95 $16.99 Tribe8 10/98 $27.99 
Defilers & Preservers 07/96 $13.99 Crypt of Lyzandred 11/98 $11.99 Childrn Night Werebeasts 02/99 $14.99 Trinity 03/98 $28.99 
DragonKings 02/95 $16.99 Doomgrinder 11/98 $10.99 Domains of Dread 07/97 $24.99 Vampire 3rd Edition 10/98 $27.99 
Merchnt House Amketch 07/95 $12.99 Greyhawk Playr Gd 12/98 $13.99 Gothic Earth Gazetteer 12/95 $9.99 Warhammer Fantasy 06/95 $24.99 
Mind Lords Last Sea 09/97 $17.99 Return of Eight 12/98 $12.99 Requiem: Grim Harvest 09/96 $25.99 World of Darkness 06/95 $15.99 
Valley Dust & Fire 09/95 $9.99 Scarlet Brotherhood 02/99 $14.99 VanR'sGdetoGhosts 09/95 $9.99 Wraith 02/95 $24.99 
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‘GANGSTERS’ Wanna be 
a gangster in_ the 
1920's? Control an orga- 
nization dealing in extor- 
tion, illegal liquor, prosti- 
tution, violence, intimi- 
dation, gambling, gang 
warfare, bribery of offi- 
Cials, permanent elimina- 
tion of individuals and a 
host of moneymaking 
activities. Maintain a 
decent and honest repu- 
tation on the surface by 
supporting good causes, 
helping the police and 
running legitimate busi- 
nesses. Balance these 
two personas to gain 
influence and control 
over the city. 


Eidos (Strategy) 


Release: NOW 
PC CD 


| ‘HEROES OF MIGHT & MAGIC 3’ 
| Features new graphics, story line, 
| expanded world, and enhanced 
game engine & multiplayer capa- 
bility. Computer and human play- 
ers are now forced to rebuild their 
m castles after an attack. Includes 
24 heroes of 8 types, with more 
m evil heroes and new evolving 
HY characters. Combat is expanded 
to include more hexes. 


3D0 (Strategy) 
Release: 3/9 
PC CD 


‘CIVILIZATION: CALL TO 
POWER’ Build an empire from the 
ground up. Lead the world in 
technological knowledge. Exert 
your military might. Features a 
7000-year time span from primi- 
tive history to the future. The 
experience is enriched with 
unique non-military strategies, 
vivid graphics, an engaging multi- 
player mode and breakthrough 
empire management options. 
Activision (Strategy) 
Release: 3/99 
PC CD 


‘ROLLER COASTER TYCOON’ 
Design and build the biggest, best 
and scariest rides ever seen in any 
theme park. Create over 50 
designs from _ the_ traditional 
‘Wooden Rollercoaster’ to the 
high-tech ‘Steel Corkscrew’ and 
the terrifying ‘Reverse Freefall’ - 
all featuring accurately simulated 
motion dynamics. 


: Jit TA rycy ] 
CVA EVANIIO)N 


Hasbro (Strategy) 
Release: 4/99 
PC CD 


‘BALDUR'S GATE: EXPANSION 
PACK’ 

Interplay (Roleplaying) 

Release: 4/99 

PC CD 


‘BALDUR’S GATE’ uses a real- 
time modification of the Advanced 
Dungeon & Dragons rules . Over 
60 monsters to fight; you control 
a party of six, each with unique 
abilities and personas. 
Interplay (Roleplaying) 
Release: 12/98 
PC CD 


‘EVERQUEST’ Enter an enormous 
virtual world with its own diverse 
species, economic systems, 
alliances, & politics. Choose from 
a variety of races & begin your 
quest in any city or village. 
Supports over 1,000 players 
simultaneously per — server. 
4 Choose from 12 races and 14 
4| Classes, with over 40 skills. 
Thousands of items to collect on 5 
continents. 


Sony (Roleplaying) 
Release: 3/99 
PC CD 
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~ COMPUTER GAMES: ADVENTURE | 
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TITLE RELEASE PRrice “RELEASE PRICE TITLE RELEASE PRICE TITLE RELEASE PRICE 
20,000 Leagues 09/99 $48.99 Dead Unity 02/99 $45.99 Myst 03/94 $19.99 Sabrina, Tn Wtch Spllbnd 12/98 $34.99 
7th Guest 09/97 $14.99 Enemy Zero 10/98 $44.99 Myst 2: Riven 11/97 $29.99 Sacred Mirror of Kofun 11/96 $19.99 
sonia aati 7th Guest 211th Hour 11/95 $14.99 Evil Core:Fallen Cities 02/99 $39.99 Nemesis 10/96 $16.99 Sanitarium 05/98 $29.99 
sees 7th Guest W95 10/97 $19.99  Extracters 04/95 $19.99 Nerves of Steel 05/95 $16.99 Satin Rift 02/99 $44.99 
‘3DFX VOODOO 3 3000 AGP’ Generates 7 million nitranale over 60 Abe's Exodus 12/98 $34.99 Eyes of the Nation 02/99 $39.99  Nightlong: Union City 02/99 $39.99 Siege of Stormhaven 04/99 $48.99 
frames/sec, and 333 Megatexels /sec at up to 2,048 x 1,536 pixels. Adrenix Crisis 07/98 $44.99 Full Throttle 05/95 $19.99 Nocturne 10/99 $46.99 Small Soldiers Sqd Cmdr 08/98 $28.99 
Features: 350MHz RAMDAC, TV/S-Video Out, 16 MB of SDRAM, & a Adv of Sailor Moon 01/99 $24.99 Gabriel Knight 3 07/99 $48.99 Obsidian W95 12/96 $29.99 — SoulBringer 09/99 $47.99 
game bundle of best-selling titles. Albion 08/96 $19.99 Goosebumps 07/98 $24.99 Of Light & Darkness 04/98 $24.99 Space Bar W95 07/97 $21.99 
Alone in Dark Trilogy 04/97 $24.99  Gorky 17 09/99 $44.99 Omikron: Nomad Soul 09/99 $39.99 Space Circus 02/99 $44.99 
‘3DFX VOODOO 3 3500 AGP’ Supports the latest flat panel displays. Alone in the Dark 3 04/95 $18.99 Grim Fandango 10/98 $39.99 Outcast 09/99 $44.99 SPQR 12/96 $19.99 
Features up to 8 million triangles, 106 frames/sec at 800x600, and 366 Amber:Journeys Beyond 02/97 $29.99 Gruesome Castle 03/99 $47.99 Overseer 03/98 $19.99  Spycraft W95 03/96 $19.99 
Megatexels/sec at up to 2,048 x 1,536 pixels. Armed and Delirious 11/97 $12.99 Heart of Darkness 09/98 $32.99 Pandora Directive 08/96 $19.99 Star Trek SFA DVD 07/98 $44.99 
3Dfx (Hardware) Asghan: The Dragon Slyr 03/99 $39.99 Hype: Time Quest 03/99 $39.99 Patriot Games 02/99 $48.99 Star Trek SFA Mssn 04/98 $19.99 
Release: 4/99 PC Atlantis 09/97 $32.99 |'m Your Man 02/99 $44.99 Phantasmagoria 2 11/96 $52.99 Star Trek: Vulcan Fury 12/99 $48.99 
Azraels Tear 10/96 $12.99 Indy Jones Infrni Mchne 09/99 $48.99  Phantasmagoria Stgefrght 01/99 $39.99 Star Trk Str Fit Acad 09/97 $38.99 
‘RETURN TO KRONDOR’ Badlands 03/99 $48.99 Inherent Evil 02/99 $18.99 Pharoah 10/99 $45.99 Starship Titanic 04/98 $39.99 
Assume the roles of 5 characters, Re Gari Beavis & Butthd Do U ~—- 01/99 $25.99 _ Iron John Hawk 01/99 $26.99 Prince of Persia 3D 05/99 $48.99 Starship Titanic DVD 02/99 $48.99 
| a reformed thief; Keshian sorcer- Beyond Time 12/98 $19.99 Jack Orlando 06/99 $43.99 (Qin:Tomb Middle Kingdm 07/96 $19.99 Symbiocom 02/99 $24.99 
ess; son of a magician; a Warrior- bo Black Dahlia 02/98 $29.99 Jewels ofthe Oracle2 01/99 $27.99 Queen: The Eye 03/99 $36.99  Temujin 10/97 $19.99 
Priest of Ishap; and the reluctant Krordor Blackstone Chroncles 11/98 $39.99  Jrneyman Project 2 or 3 ea 07/95 $29.99 Quest for Glory 5 12/98 $29.99 Time Lapse Ancient Civ 10/96 $29.99 
wizard. Features 10 plot-twisting Blade Runner 11/97 $19.99 KQ8:Mask of Eternity 12/98 $29.99 Quest for Karma 02/99 $19.99 Time Warrior 02/99 $37.99 
chapters, a True3D engine, more Broken Sword 10/97 $19.99 Last Express 04/97 $17.99 QuestGlory 5:ExpPk 08/99 $29.99 _ Titanic Jrny Out Time 11/96 $22.99 
than 150 real-time 3D characters, Byzantine 10/97 $16.99 Leisure Suit Larry 7 11/96 $48.99 Rama 10/96 $19.99 Tone Rebellion 11/97 $24.99 
over 60 spells, comprehensive Cals Ctime Saloon 04/97 $19.99 —_Liath 04/99 $39.99 REAH 01/99 $35.99 Tonic Trouble 03/99 $34.99 
alchemy system, and tactically Chronomaster 02/96 $19.99 Lighthouse 09/96 $29.99 Real Neverending Story 05/99 $42.99 Twinsen's Odyssey 07/97 $29.99 
complex 3D combat. Curse of Monkey Isle 11/97 $19.99 Lion 12/95 $19.99 Red Jack 09/98 $29.99 Under Killing Moon 11/94 $12.99 
Cyberia 12/94 $19.99 Long Journey 06/99 $39.99 Redguard 11/98 $49.99  Versaille 06/97 $39.99 
Sierra (Adventure) Cyberia 2 09/97 $12.99 Lost Vikings 2 05/97 $12.99 Reloaded 05/97 $24.99 Wheel of Time 06/99 $44.99 
Release: NOW Cydonia 12/98 $39.99 Mechosoma 03/99 $44.99 Respect, Inc 02/99 $44.99 X-Files Adventure Game 06/98 $45.99 
PC CD Dark Earth 10/97 $17.99 Morpheus 10/98 $29.99 Return to Krondor 12/98 $29.99 Zero Critical 02/99 $24.99 
Dark Half 02/99 $44.99 Mulan 07/98 $19.99 Riana Rouge 01/98 $24.99 Zork: Grnd Inquisitor 10/97 $39.99 
‘LINKS LS 1999’ Features Arnold Sr An ire Dark Side of Moon 12/98 $46.99 Muppet Treasure Island 08/96 $35.99 Robot Club 02/99 $43.99  Zork:Nemesis 04/96 $19.99 
Palmer & others at St Andrews | .. » COMPUTER GAMES: SPORTS 
Links Old Course, a new tourna- ENTRADA: ax tmew conven : — — 
ment environment, 3D objects, 3D Hnt Griz or TrphGm ea 01/99 $19.99 Deer Hntr Mnstr Buck Pk 02/99 $22.99 Inline Extrm Skating 01/99 $19.99 PBA Bowling 2 03/99 $35.99 
internet voice chat, and over 25 3D Hunting: Shark 03/99 $18.99 DNelson Fntsy Lge Bskbll 02/99 $44.99 Intply Spts Bsball Ed 2K 03/99 $34.99 PGAChampionship Golf 01/99 $26.99 
new play modes. New options for oN ea Actua Soccer 2 05/99 $44.99 Drag Racing 3D 04/99 $18.99 Jack Nicklaus Presents 03/99 $39.99 Pro18 World Tour Golf 02/99 $39.99 
internet play include spectator b Afren Safari Trphy Hntr 02/99 $19.99 Ducks Unlimited 02/99 $18.99 K2 Ext Winter Sports 03/99 $18.99 Rcky Mtn Trphy Hntr2 04/99 $18.99 
mode and real-time voice chat. African Trophy Hunter 01/99 $18.99 Duffers 02/99 $22.99 Knockout Kings 03/99 $44.99 Rmngtn Upland Hunting 01/99 $19.99 
The more than 25 available add- All Amercn Outdrsmn CE 02/99 $18.99 Dynasty League Baseball 01/99 $27.99 Links Extreme 05/99 $25.99 Senior PGA Tour Golf 03/99 $19.99 
on courses will still be compatible All Star Baseball 2K 06/99 $38.99 ESPN XGames ProBoardr 12/98 $36.99 Links LS 99 11/98 $39.99 Sports Car GT 03/99 $37.99 
with Links LS 1999. Includes a APBA Baseball 5 02/99 $35.99 Expert Pool 02/99 $35.99 Links LS 99: Phoenix CC 01/99 $19.99 SS Baseball Pro 99 10/99 $29.99 
new mouse swing “powerstroke”. Baseball 2000 Spec Ed 03/99 $29.99 Extreme Bullriding 02/99 $18.99  MStuart's Pro Bdy Brding 03/99 $34.99 SS Basketball Pro 99 03/99 $46.99 
Access (Sports) Baseball Mg! WrldSrs_ = 12/98 $28.99 Extreme Tennis 02/99 $19.99 Madden NFL 99 10/98 $39.99 SS Football Pro 99 01/99 $28.99 
Release: NOW Big Air 03/99 $37.99 F&StreamTBass3D 07/99 $38.99  Mstrerft Extrm Watr Spts 03/99 $18.99 Strike Zone 02/99 $26.99 
PC CD Bird Hunter UplandEd 02/99 $18.99 F& Stream Trophy Buck 04/99 $39.99 MS Baseball 2000 04/99 $18.99 TNN Outdoor Pro Hunter 12/98 $26.99 
Bird Watcher 04/99 $18.99 FIFA Road Wrld Cup 98 12/97 $19.99 MS Football 2000 08/99 $44.99 Triple Play 2000 03/99 $39.99 
‘DAIKATANA’ Slash your way Brnswk Pro Pool 3D 2 =: 02/99 _-$19.99 __ FIFA Soccer 99 12/98 $36.99 MS Golf 99 11/98 $38.99 VirtDeepSeaFishing 03/99 $19.99 
through time with the aid of your Browning African Safari 02/99 $19.99 Football Mogul 02/99 $29.99 NASCAR Revolution 02/99 $42.99 VR Baseball 3 03/99 $34.99 
trusty sword. Chase down the evil Brunswick Crct Pro Bwing 10/98 $39.99 Fox Sprts Hockey 99 02/99 $38.99 NBALive 99 11/98 $42.99 VR Bowling 03/99 $29.99 
Dr. Benedict through 4 different Cabela Big Gme Hntr2 02/99 $14.99 Grand Slam Turkey Hunt 02/99 $18.99 NCAA Football 99 09/98 $42.99 VR Football 02/99 $36.99 
eras. Advance in multiple skill lev- Cabela's BGH 2 Open Ssn 02/99 $16.99 Hardball 6 2000 Ed 03/99 $18.99 NHL Hockey 99 09/98 $42.99 X-treme Sports 03/99 $19.99 
els such as Attack Power, Attack Deer Avenger 02/99 $25.99 High Heat Bseball 2K 03/99 $25.99 NIRA Drag Racing 03/99 $34.99 Zebco Pro Fishing 3D 02/99 $19.99 
Speed, Running Speed, Maximum 
Health and more. Incredible COMPUTER GAMES: HINT BOOKS 
graphics and challenging artificial 20k Leagues Under Sea 09/99 $17.99 Falcon 4.0 Checklist 12/98 $16.99 NASCAR 99 02/99 $16.99 Starcraft 05/98 $14.99 
intelligence. Age of Empires 01/98 $14.99 Fallout 2 02/99 $19.99 NASCAR Racing 99 02/99 $16.99 Starcraft Scenario Ed 01/99 $16.99 
Alpha Centauri 02/99 $16.99 Final Fantasy 7 Strat 12/98 $14.99 Populous 3 11/98 $16.99 Starcraft: Brood Wars 01/99 $16.99 
Army Men 2 02/99 $17.99 Gabriel Knight 3 06/99 $16.99 Prey 05/99 $16.99  Starsiege 03/99 $16.99 
Eidos (Action) Baldur's Gate 01/99 $17.99 Gangsters 12/98 $16.99 Prince of Persia 3D 05/99 $16.99 — Starsiege: Tribes 01/99 $16.99 
Release: 5/99 Braveheart 05/99 $16.99 Grim Fandango 11/98 $17.99 Privateer 3 04/99 $17.99  STrek:Klingon H Grd OSG 10/98 $17.99 
PC CD C&C 2 03/99 $17.99 Half Life 11/98 $16.99 Quest for Glory 5 01/99 $16.99 SWAT 2 06/98 $16.99 
Caesar 3 11/98 $16.99 Heroes M&M 3 03/99 $17.99 Railroad Tycoon 2 12/98 $19.99 Thief Dark Project 12/98 $16.99 
‘COMMANDOS: BEYOND THE Carmageddon 2 01/99 $12.99 Homeworld 03/99 $16.99 Rainbow Six 11/98 $16.99 Tomb Raider 3 OSG 12/98 $14.99 
CALL OF DUTY’ 8 new missions: Commandos 11/98 $18.99 Journeyman Project3 02/98 $16.99 Rainbow Six Gold 01/99 $12.99 Top Gun 2: Hornet Nest 02/99 $16.99 
kidnapping a German officer, Curse of Monkey Isle 01/98 $15.99 King's Quest 8 12/98 $16.99 Red Baron 3D 12/98 $16.99 Ultima 9: Ascension 04/99 $16.99 
destroying a_train-mounted gun, Daikatana 04/99 $16.99 Lands of Lore 3 03/99 $17.99 Requiem 03/99 $16.99 Ultima Online 2nd Age 10/98 $17.99 
sabotaging aircraft, etc. New sce- Daikatana Auth Strat 05/99 $17.99 Lara's Book 11/98 $14.99 Return to Krondor 12/98 $16.99 Unreal 06/98 $15.99 
narios: Rastenburg, Bonn, Daikatana: J Romero OSS 03/99 $19.99 Lord Magic Spec Ed 12/98 $16.99 Revenant 03/99 $16.99 Uprising 2 12/98 $16.99 
Belgrade, Holland, Crete, etc. New Dark Side of the Moon 11/98 $17.99 Mechcommander Scrts 06/98 $14.99 Settlers 3 02/99 $16.99 Vigilance OSG 11/98 $18.99 
buildings, bigger maps, improved Death Trap Dungeon Map 11/98 $9.99 Mechwarrior 3 03/99 $16.99 Shadow Company 05/99 $17.99 Warcraft 2 Platinum 05/99 $12.99 
graphics, new weapons & skills. Drakan 03/99 $17.99 — Messiah OSS 02/99 $19.99 SHOGO:Mobile Arm Div 10/98 $19.99 Wargames 10/98 $19.99 
Eidos (Strategy) Dune 2000 11/98 $17.99 Messiah Ult Stgy Gde 02/99 $14.99 Sierra Pro Pilot 99 02/99 $16.99 Wargasm 02/99 $17.99 
Release: 4/99 ‘COMMAND s Dungeon Keeper 2 06/99 $17.99 MF Cyberstorm 2 11/98 $16.99 SimCity 3000 01/99 $16.99 Warlords 3 Dkirds Rsing 11/98 $16.99 
PC CD ' Everquest 04/99 $16.99 Might & Magic 6 05/98 $16.99 Sin OSG 11/98 $18.99 Warzone 2100 03/99 $17.99 
‘COMMANDOS: BEHIND ENEMY (iggieieieenmeneseiehiiiediiaiiinietetnetcia ull EverQuest Off Guide 02/99 $18.99 Might & Magic 7 04/99 $17.99 Space Bunnies Must Die 11/98 $19.99 X-Com Intrcptr OSS 12/98 $19.99 
LINES’ Falcon 4.0 02/99 $16.99 Myth2 01/99 $19.99  StarCon 03/99 $17.99 X-Wing Alliance 04/99 $16.99 
ee COMPUTER GAMES: ADULT 
‘SPACE ORB 360’ In real 2069 Oriental Sex Odys 11/96 $49.99 Car Wash Angels 09/97 $36.99 Fantascenes 3 07/97 $39.99 Romsoft Three Pack 02/96 $19.99 
life you don’t think about 3D Darling 03/94 $19.99  Catchin' Kylie 09/98 $39.99 Femme Fatale 09/95 $29.99 Sex With Farrah 07/98 $42.99 
how to move...you just 3D Dream Girls 07/94 $16.99 Celebrity Nudes 01/95 $19.99 Fuzz Buzzers 09/96 $29.99 Seymore Six Pack 01/96 $39.99 
do it. Shoudn’t it be the Adult Image Library or 2 ea.05/96$19.99 Crystal Fantasy 09/95 $29.99 Girlfriend Donna 12/96 $39.99 Space Sirens1 or 2¢a. 09/95 $34.99 
same in your 3D games? Aladdin & City of Sin 04/98 $32.99 Cyber Photographer 08/96 $29.99 Glamor Girls1-3 ea. 02/96 $19.99 Strip Poker Pro 2 12/95 $39.99 
Simply push, pull or twist Amateur Photo Gallery 06/96 $9.99 Dada House 02/98 $19.99 Hot Dog Girls Florida 10/95 $18.99 Swingers Worldwide 12/95 $9.99 
the Space Orb 360 Anthony's Desire 11/95 $19.99 Days of Oblivion 11/98 $49.99 Interact Seymore Bt2 05/95 $48.99 Tabloid Beauties 12/94 $29.99 
PowerSensor ball to Arabian Nights 03/98 $39.99 Deep Thrt Gris 4Pk 06/96 $49.99 Just Jeanna 07/98 $29.99 Tokyo Nymphs 04/96 $19.99 
experience the fastest, Asia X 11/95 $29.99 Devil in Miss Jones 12/93 $39.99 Maximum Moment tor 2 ea.09/96$18.99 Ultra Vixen 2 12/98 $39.99 
smoothest and most BJ Babes 01/98 $25.99 Dirty Debutnt 6 Pk 04/96 $44.99 Net Erotique 02/96 $34.99 Vampire's Kiss 10/94 $34.99 
realistic action on the Babe Patrol 10/95 $19.99 Diva X Taylor 08/98 $47.99  Nightwatch Inter 1-3 ea. 12/93 $29.99 Virgins Vol 1-3 ea. 05/94 $19.99 
planet. Beverly HI Call Gris 07/96 $19.99 Diva X: Kanako 03/98 $34.99 Passion Poker 06/96 $29.99 Virtual Sex 1 or 2 ea. 07/95 $29.99 
Spacetek (Hardware) Bustin’ Through 09/95 $19.99 Domin-A-Trix 2 09/96 $23.99 Peep Show 2 Girlie Game 04/96 $39.99 Virtual Valerie 2 08/95 $29.99 
Release: NOW Busty Babes Hard Core 11/97 $35.99 Dream Machine 2 10/96 $49.99 Penthouse Interactive1-3 ea.03/94$39.99 Virtual Vixens 05/94 $24.99 
PC CD Cabin Fever 07/97 $34.99 Duke Screw'em 12/96 $49.99 Pyramid Maze 08/98 $39.99 X-Ploration Female Base 10/98 $49.99 
CDlyjpe500n02 @yi000 CHIDPC xX RITC ING 
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COMPUTER GAMES: WAR 


| 


TITLE "RELEASE Price TITLE RELEASE PRICE TITLE "RELEASE PRICE TITLE RELEASE Price 
101st Airborne Normandy 10/98 $35.99 Combat Mission 05/99 $45.99 Napoleon in Russia 05/97 $17.99 Steel Panthers 08/96 $14.99 
Aegis 04/94 $19.99 D-Day Amer Invades 09/95 $34.99 North Vs. South 02/99 $39.99 Steel Panthers 2 11/96 $19.99 
Age of Sail 11/96 $29.99 Defend the Alamo 10/95 $19.99 Oper ArtWarExpPk1 02/99 $19.99 Steel Panthers 3 11/97 $17.99 
Aide de Camp 07/94 $44.99 Dragons in the Mist 05/98 $23.99 Oper ArtWarExpPk2 09/99 $22.99 Steel Panthers 4 09/99 $46.99 
Aide de Camp 2 01/98 $44.99 Dragoon Bttle Pk 1-5 ea 09/98 $22.99 Operation Crusader 09/94 $18.99 Steel Panthers Arsenal 05/98 $36.99 
Allied General 12/95 $19.99 East Front 11/97 $39.99 Operational Art War 06/98 $29.99 Steel Pnthrs 2 Cmp 1 04/97 $14.99 
American Civil War 06/96 $27.99 East Front 2 02/99 $44.99 Oprtn: Blood & Guts 04/99 $35.99 Storm in the West 04/98 $33.99 
Battle of Britain 02/99 $37.99 East Front Camp 03/98 $19.99 Oprtni Art War 2 04/99 $44.99 Taisho 06/99 $47.99 
Battlegrnd Antietam 11/96 $18.99 Empire 2 Art of War 09/95 $12.99 Over the Reich 11/96 $33.99 Tides of War 11/98 $24.99 
Battlegrnd Bulge 10/96 $19.99 Fantasy General 03/96 $19.99 Pacific General 07/97 $29.99 Tigers on Prowl 2 12/96 $41.99 
Battlegrnd Bull Run 05/97 $19.99 Fifth Fleet 11/94 $18.99 Pacific Tide 02/99 $45.99  V Victory Bundle 11/95 $27.99 
Battlegrnd Gettysbrg 12/95 $18.99 Fleet Med 04/91 $19.99 Panthers in Shadows 09/95 $41.99 War Along the Mohawk 09/98 $19.99 
Battlegrnd Shiloh 07/96 $18.99 Flight Commander 2 01/95 $34.99 Panzer General 11/94 $19.99 War in Europe 10/98 $39.99 
Battlegrnd Waterloo 05/96 $18.99 Great Battles Caesar 03/98 $29.99 Panzer General 2 10/97 $19.99 Warinthe East: 1-5ea 04/98 $24.99 
Battlgrnd 9: Chickmgua 01/99 $44.99 Great Battls Alexndr 06/97 $34.99 Panzer General 3 03/99 $44.99 War Inc. 10/97 $29.99 
Bombing the Reich 11/99 $55.99 Great Bttles Hannibal 11/97 $29.99 People's General 09/98 $29.99 Wargame Const. 2 Tanks 05/94 $19.99 
Broken Alliance 12/96 $23.99 Harpoon 2 06/94 $18.99 Prelude to Waterloo 10/97 $19.99 WargameCS3wCD1 06/97 $19.99 
CincPac Midway 10/94 $15.99 Harpoon 4 07/99 $46.99 Red Thndr:Vctry in East 1 04/99 $35.99 Wargame CS2 SD12 11/94 $14.99 
Civil War Generals 11/97 $46.99 Harpoon 97 11/96 $29.99 Road to Moscow 03/99 $44.99 Wargame CS2 SD13 03/95 $14.99 
Civil War Generals 3 09/99 $48.99 Harpoon Classic 10/94 $13.99 Semper Fi 02/98 $32.99 Wargame CS2 SD5 04/96 $14.99 
Close Combat 07/96 $19.99 Harpoon Classic 10/94 $12.99 Shogun: Total War 06/99 $46.99 West Front 11/98 $34.99 
Close Combat 2 11/97 $19.99 Kingmaker 10/98 $29.99 Sid Meier's Gettysbrg 10/97 $24.99 West Front Bttl Pck 1 04/99 $24.99 
Close Combat 3 01/99 $48.99 Medieval 07/98 $32.99 Stalingrad 02/95 $29.99 Wrhmmr 40K: Rites War 05/99 $42.99 
Cmpgns Amer Civil War 10/99 $55.99 Napoleon 1813 06/99 $42.99 Steel Panthers 10/95 $19.99 Zulu War 09/96 $29.99 

BOARD GAMES 
4 Battles Anc. World 01/95 $22.99 Britain Stands Alone 01/95 $32.99 Gettysburg 3 Days July 05/96 $39.99 Settlers of Catan 11/96 $29.99 
A Winter War 02/95 $32.99 Britannia 12/94 $21.99 Harpoon Box Set 11/96 $45.99 Starship Troopers 03/96 $29.99 
Aces High 12/94 $22.99 British Rails 12/94 $21.99 HereComethe Rebels 12/94 $26.99 Stratego 07/96 $21.99 
Across 5 Aprils 12/94 $25.99 Caesar & Cleopatra 11/98 $25.99 History of the World 12/94 $29.99 Streetcar 11/98 $29.99 
Airlines 1 or 2 ea. 08/98 $34.99 Caesar CW Dictator 01/98 $15.99 Knightmare Chess 2 06/98 $13.99 Sushi-Jalapeno War 01/99 $39.99 
Alexanders Generals 01/95 $32.99 Central America 01/95 $26.99 Lionheart 10/97 $35.99 Tac Air 12/94 $24.99 
America in Flames 01/99 $49.99 Clue 05/98 $26.99 Longstreet's Assault 01/95 $24.99 Texas Revolution 05/96 $18.99 
Arab Israeli Wars 02/99 $12.99 Colorado Rails 02/97 $16.99 Mississippi Queen 11/98 $34.99 Thirty Years War Quad 02/96 $31.99 
Army of the Heartland 07/96 $49.99 Command Decision 01/99 $32.99 Monopoly Deluxe 05/98 $32.99 Tokyo Express 12/94 $28.99 
Awful Green Things 05/96 $17.99 Command atSea Rules 05/96 $16.99 Napoleon's First Battle 03/98 $28.99 Tracks to Titicaca 01/97 $36.99 
Axis & Allies 11/94 $45.99 Crimson Skies 01/99 $29.99 Quests of Round Table 10/96 $16.99  Trainsport Austria 11/96 $16.99 
Barbarossa Army Grp Ctr 02/99 $54.99 Critter Tek 09/95 $12.99 Rebels & Redcoats 1or 2 €a.05/95$28.99 Typhoon! 1941 11/95 $37.99 
Battle Mist 10/98 $42.99 Die Hanse 11/96 $46.99 Risk 03/96 $34.99 War To End All Wars 08/98 $17.99 
Battle for Fokklands 02/99 $10.99 Dragon Dice 09/95 $9.99 Risk 2042 Expansion 10/98 $26.99 War Without Mercy 12/98 $45.99 
Battleground WW2 02/99 $24.99 El Caballero 12/98 $16.99 Robo Rally 01/96 $36.99 War of 1812 01/95 $34.99 
Battles of Waterloo 11/94 $38.99 El Grande 11/98 $34.99 Samurai Swords 04/97 $46.99 Warhammer 40K 11/94 $69.99 
Battlespace 12/94 $26.99 Empire Builder 03/96 $28.99 Saratoga 06/98 $24.99 Warhammer Quest 05/95 $62.99 
Battletech 4th Ed. 12/94 $21.99 Empires in Arms 12/94 $36.99 — Schlieffen Plan 01/9S $26.99 Warzone 11/98 $59.99 
Bodyguard Overlord 05/97 $29.99 Flat Top 12/94 $38.99 Scrabble Dix 08/97 $49.99 West Front 12/94 $44.99 
Breakout:Normandy 12/94 $2499 Flight Leader 12/94 $24.99 Serenissima 04/98 $46.99 World in Flames Dix 11/96 $96.99 
PLAYSTATION | NINTENDO 64 | 
Ace Combat 3 05/99 $46.99 Pac Man 3D 03/99 $44.99 AllStar Baseball 2000 04/99 $64.99 NFL Blitz 2000 09/99 $64.99 
Final Fantasy 8 08/99 $59.99 Point Blank 2 05/99 $54.99 Beetle Adv. Racing 03/99 $54.99 NFL QB Club 2000 09/99 $66.99 
Grand Theft Auto London 06/99 $39.99 R4:Ridge Racer Type4 05/99 $46.99 California Speed 04/99 $64.99 Pokemon Snap 06/99 $59.99 
Guardian's Crusade 03/99 $46.99 SaGa Frontier 2 06/99 $49.99 Castlevania 64 02/99 $54.99 Quake 2 05/99 $59.99 
Jeff Gordon XS Racing 03/99 $46.99 _ Silent Hill 02/99 $46.99 GEX 3:Deep Cover 06/99 $62.99 Quest 64 Part 2 10/99 $66.99 
Jurassic Park:Warpath 09/99 $44.99 Sports Car Supreme GT 03/99 $39.99 Goemon's Great Adv. 07/99 $62.99 Rampage Universal Tour 03/99 $62.99 
Legacy Kain Soul Reavr 05/99 $46.99 Streetfighter Alpha 3 03/99 $46.99 Jet Force Gemini 06/99 $62.99 Ready 2 Rumble Boxing 09/99 $64.99 
Legend of Legaia 03/99 $42.99 Super Cross 2000 05/99 $46.99 Ken Griffey BB 2 05/99 $54.99 Smash Brothers 04/99 $54.99 
MarvelSprHero Vs. SF 03/99 $44.99 Tomb Raider 3 11/98 $49.99 Legend of Zelda 11/98 $49.99 South Park 12/98 $64.99 
Monaco Grand Prix 03/99 $46.99 Tomorrow Never Dies 03/99 $46.99 Mario Party 02/99 $54.99 Star Wars Racer 05/99 $64.99 
Mort.Kombat Spec Forces 10/99 $52.99 Top Gun 06/99 $42.99 Monaco Grand Prix 05/99 $59.99 Super Cross 2000 07/99 $66.99 
Need for Speed 4 03/99 $44.99 Triple Play 2000 03/99 $42.99 Mort. Kombat Spec Force 09/99 $59.99 Turok Dinosaur Hunter 2 12/98 $69.99 
PSX Dual Analog Contr 05/98 $29.99 Vigilante 8 2 Offense 10/99 $44.99 N64 Controller Gray 10/96 $26.99 Vigilante 8 03/99 $58.99 
PSXSystem 06/98 $139.99 WWF Attitude 05/99 $46.99 N64 System Purple 11/98 $139.99 WinBack 03/99 $59.99 


COMPUTER GAMES: BUNDLES 


COMPUTER GAMES: ARCADE 


Battlegrnd: Coll 1or2 ea 01/99 
Blzzrd Game Year Clictn 02/99 
Darkness: Supernatr! Coll 02/99 
Editors Chce Fight Pck 02/99 
F/A 18 Hornet/Korea Bndl 01/99 


F-22 ADF/ Red Sea Bnd! 12/98 
F22/EF 2.0 Bundle 01/99 
Flight Squadron 2 01/99 


$37.99 
$39.99 
$18.99 
$24.99 
$28.99 
$17.99 
$29.99 
$24.99 


Gabriel Knight Coll Ed 12/98 
Panz Cmmdr/Panz Gen 2 02/99 


Police Quest SWAT FrcPk 02/99 
Rebel Assault 1 & 2 02/99 
Starcraft Bttl Chest 12/98 
Ultimate Racing Srs 2. = 02/99 


Ultimate WW2 Gme Clitn 02/99 
X-Treme Flight Pack 12/98 


$36.99 
$37.99 
$39.99 
$32.99 
$49.99 
$18.99 
$38.99 
$37.99 


COMPUTER GAMES: TRADITIONAL 


Barbie Detective 02/99 
Barbie Riding Club 12/98 
Battleship Classic 12/98 
Boggle 10/97 
Chessmaster 6000 09/98 
Clue: Mrdr Boddy Mnsn_ 10/98 
Coffee Break Games 02/99 


Cosmo Virt Mkevr Collctn 02/99 
Game of Life CD 12/98 
Hoyle Classic Brd Gms 2 11/98 
Hoyle Clssic Crd Gmes 2 11/98 
Isle 4 Winds: Rune Wars 06/99 
Jeopardy by Hasbro 10/98 
Kuba 02/99 


$19.99 
$33.99 
$14.99 
$19.99 
$34.99 
$27.99 

$8.99 
$39.99 
$27.99 
$29.99 
$29.99 
$36.99 
$27.99 
$29.99 


| 


LEGO Chess 03/99 
Monopoly 10/95 
Monopoly Star Wars Ed 10/97 
Pinball Mania 01/99 
Scrabble 09/96 
Shanghai Dynasty 12/97 
Simpsons: Virt Springfld 10/97 
Slingo 10/98 
Solitaire Deluxe 11/98 
Star Trek Starship Creatr 11/98 
Stratego 11/98 
Ultimate Yahtzee 11/96 
Vegas Games 2000 12/98 


Wheel of Fortune Hasbro 09/98 


$39.99 
$19.99 
$19.99 
$18.99 
$24.99 
$29.99 
$24.99 
$19.99 
$29.99 
$27.99 
$27.99 
$14.99 
$25.99 
$27.99 


Asteroids 


11/98 $24.99 
Beavis & Butthd Bunghle 1 01/99 $19.99 
BioFreaks 02/99 $39.99 
Centipede 10/98 $37.99 
Choplifter 04/99 $44.99 
Cyberball 02/99 $35.99 
Drachen Zor 04/99 $44.99 


Fox Arcade: Sci-Fi Pinball 03/99 


Wizardry Gold CD 


applies. All sales final. S&H calculated on a per order, per shipment, and per item basis. The | 
"per order” charge is charged once per order placed, the “per item* charge is charged once | 
for each item ordered and the “per shipment’ charge is charged once for each shipment we | 
make to you. For each US order $10.00 will be allocated to a 12 issue subscription to 

Computer Games Strategy Plus. Call for details. 


$25.99 


Spend $60 British Open Golf CD, Riddle Master Lu CD, Star Trek 
Generations CD, Total Mayhem CD 


Hot Wheels Stnt Trck Drvr 02/99 
House of the Dead 12/98 
Marvel Comics 3D Pinball 02/99 
Pandemonium 2 02/99 
Rayman 2 03/99 
Rogue Squadron 12/98 


Sega Rally Champnship 2 02/99 
Wetrix 02/99 


FREE GAME OFFER! 


Spend the specified amount on any in-stock software and choose one free 
IBM game from the corresponding list. Request must be made at time of 

order. Offer good on in-stock software only, while supplies last. Limit 2 per 
customer. Valid through May 3, 1999. 


Spend $100 Capitalism Plus CD, Doom 2 W95 CD, Red Baron/A10 CD, 


Spend $200 Jagged Alliance Deadly Games CD, Star General CD, Under a 
Killing Moon CD, XCom Interceptor CD 


$27.99 
$28.99 
$29.99 
$27.99 
$44.99 
$46.99 
$41.99 
$17.99 


ip 5 a i oe eo. ae 
Visa, MC & Discover accepted. Checks held 4 weeks. Money Orders under $200 same as cash. COD $8. Price, release, availability, shipping times & offer not guaranteed & are 
| Subject to change at any time. Hardware may require added S&H. Within 10 days defectives repaired or replaced at our discretion. After 10 days the manufacturer's warrantee 


Standard Priority Express Express Mail To Mail To 

U.S. Mail U.S. Mail Canada The World 

7-10 Days 2-3 Days 2 Day 1 Day 4-7 Days 7-14 Days 
Per Order $1.00 $2.00 $2.00 $2.00 $2.00 $2.00 
Per Shipment $1.25 $1.00 $5.00 $13.00 $2.00 $2.00 
Per Item $0.75 $1.00 $1.00 $2.00 $2.00 $6.00 


©1999 CHIPS & BITS, INC 


‘ROAD TO MOSCOW’ 
Control Russian or 
German troops while 
the game engine sim- 


. ROAD TO 
eee Ol M U SCO W 


any of 12 scenarios or jz 
command the entire } 
Eastern Front. Wage b= 
war on real terrain 
with realistic com 
mand and control - no 
hexes, no turns, just 
pure simulation of mil- Ey 
itary command. f 
Authentic, richly ain 
detailed maps convey jam 
tremendous depths of |= 

information. 


Inter. Magic (War) 
Release: 2/99 
PC CD 


‘BATTLE OF BRITAIN’ Fight this 
historic battle as the German 
attackers or the British defenders. 
As the German player you can 
launch up to 100 raids/day, select- 
ing from over 300 targets. As the 


| British defender you _ select 

Squadrons to intercept raids, 

place squadrons on patrol, & 

move AA guns & barrage baloons. 

Includes all planes from battle, tar- 
get types, & night rules. 

Talonsoft het 

Release: 3/9 
PC CD 


‘3D NAVAL BATTLES: FIGHTING 
STEEL’ Re-create the most spec- 
tacular naval gunnery battles of 
WWII from 1939-1942. Command 
ships or several divisions from the 
British, German, American and 
. “| Japanese fleets in real-time 
in. se | action! Combat takes place in a 
5 true 3-D world. All ships are fully 
@ rendered and textured 3-D mod- 
els, providing a high level of detail 
| and extreme realism. 
Mindscape (Simulation) 
Release: 4/99 
PC CD 


"LEGACY KAIN: SOUL 
REAVER’ continues the story 
of Kain, evil vampire. Full 3D 
environments to explore 
with abilities to shunt from 
one world to another. Run, 
jump and fly while harvest- 
ing souls for the dark mas- 
ter. Eleven bosses, 20 differ- 
ent enemies, & 10 classes of 
vampires. 
Crystal Dynamics 
(Roleplaying) 
Release: 5/99 
PSX 


‘JEFF GORDON XS RAC- 
ING’ Arcade/action racing 
in the year 2012. 
Technology has changed 
the face of racing - cars 
now reach speeds of 
300mph on steep banks 
and loop turns. Players 
must rely on their skill with 
assistance from racing vet- 


STEEL 


w 
wont ~ Nae 


LEGACTY?@® KAIN 


SOUL MEADE 


PlayStation: 


Ve Late et de 


im eran, Jeff Gordon. 

Compete against Jeff 

(Simulation) PSX Gordon himself - one-on- 
Release: PSX 3/99 N64 one. 


Release: N64 5/99 


fe ‘QUAKE II’ Quake was just 
y j foreplay. Now comes Quake 
yp Mme ||. Includes larger, mission 

} y based levels, superior artifi- 


pe Cial intelligence, and wicked 
QYUAKE 
' 3 


“4 multiplayer capabilities. 
Experience smoother 16 bit 


ing effects. 
Activision (Shooter) 
Release: 5/99 


PSX 
N64 
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See more action at 
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We're 100 


First, | would like to congratulate you on your 
100th issue. And I’m also happy that your mag- 
azine doesn’t put in pictures of their zit faced 
editors (like you have any?). 


Dan Brunner 
Via Internet 


Uh, you may want to steer clear of our next 
issue. —ed 


| read your editorial about your illustrious 100 
years of computer gaming coverage [CGS+ 100, 
Upfront] and really enjoyed it. Congratulations! 

Surprisingly, your editorial brought credibili- 
ty to my family heritage. | come from a long 
line of sanitarium inmates (men on my father’s 
side) whose pasts have been shrouded in mys- 
tery. They have all been committed to solitary 
confinement and are basically screaming 
lunatics. As strange as it may sound, I’m rela- 
tively “normal,” but | am an avid computer 
game hobbyist (the relevance of this will 
become apparent later...). Trying to figure out 
how/why they became insane has been very 
difficult. My parents won't even discuss the 
subject and the inpatient medical records of 
my greatgrandfather’s have been very difficult 
to read and decipher. , 

However, I’ve noticed that the records have 
made vague reference to terminology related 
to computer gaming. Some of the things that 
they would say in their sleep and some of the 
rantings matched terms and references to cur- 
rent technology. Statements such as “Must 
have 3D, must have 3D...” and obsessions with 
layouts and designs of hallways and rooms on 
paper (perhaps primitive level design) have 
always given me pause. 

But | never thought that they were being 
driven insane because of the lack a hobby that 
didn't yet exist. If only they had simply sub- 
scribed to your magazine to read coverage of 
dirt clod technology, they might not have been 
driven over the edge. Oh well. It's too late for 
them, now. However, | now realize that | have a 
hereditary disease that | must continue to 
nourish if | wish to stave off insanity. Perhaps 
my wife will be more understanding when | 
start craving upgrade components for our 
computer to support new games that exceed 
Our current system.... 

Stephen R. Thompson 
Via Internet 


Sermon on the sermon 
| thought that what “Doc” had to say in the 
March ‘99 Rebound section [“Sermon on the 
Suits”], was tremendous. It sent chills down my 
spine. The man is a dead aim. 

| work for the largest commercial jet manu- 
facturer, and yes, we are also plagued with 
“suits” mentality. Hardware, game software, jet 
airplanes that carry 500+ people, it doesn’t 
seem to matter. Some folks are always interest- 
ed in the good of the moment, regardless of 


the end result. 1999 might be the year to bitch 
about poor quality in our games. Doc sure 
illustrated perfectly the mentality that attenu- 
ates perfection. 
Semper Fi, 
Alan L. Tra 


Shipray Skipray 
Great article on X-Wing Alliance [CGS+ 101] 
guys. But one correction: | don’t know about a 
Pinhook fighter, but the fellows over at Totally 
games definitely did not invent the Cloakshape 
fighter, the Skipray Blastboat (mistakenly 
referred to as the Shipray Blastboat in the arti- 
cle) or the KDY Firespray. The first two both 
came out of the Star Wars novels which have 
been published for the last several years. The 
Skipray, in particular, showed up in Timothy 
Zahn’s Empire Trilogy. The Firespray is actually 
from the movies, although most people don’t 
know what ship model it is. It’s very recogniz- 
able as Boba Fett’s Slave 1. 

Dan McDevitt 

Via Internet 


You are correct. Your wookie is in the mail. —ed 


Baldur's Gate opens 
It is really good to see a well-written, and fair | 
might add, review of Baldur’s Gate [CGS+ 107] 
by Cindy Yans. Its quality is further enhanced 
by the earlier, and somewhat dismal, reviews 
that appeared in other publications. One even 
had the temerity to contrast the game with 
Diablo, and question the need for multiple 
character classes of all things! 

Stephen Paul Francis 

Via Internet 


Mega-kudos to Ms. Yans for capturing the pre- 
cise nature of appreciation for Baldur’s Gate. 
The 5-star review is one of the few I've seen 
that | believe is totally warranted, and wish to 
congratulate Cindy for the courage in making 
that statement. 

While my play is (temporarily) suspended, | 
will definitely be back. | rarely play involved 
role-playing games, or even wargame cam- 
paigns, twice, but she is right—there is tremen- 
dous replay value in this one, even to the 
extent of replaying the whole (known) plot 
over again. 

Moreover, her grasp of the elegance of the 
combat system—a point of issue at first—is 
very gratifying to me, who very quickly made 
this discovery. What more can | say? The best 
CRPG game ever, probably, and Cindy at least 
recognizes this potential (though | agree with 
her reticence to so proclaim that). 

Boy, do you all have the best review team 
going or what? 

Mark J. Sterner 
Via Internet 


Myth Gate 
In the CG CD-ROM section in issue 101, how 
come the picture of Myth II: Soulblighter was 


actually from Chaos Gate? If this mistake isn’t 
mentioned in the Dept. of Corrections, | won’t 
subscribe again. 
Nate Hoar 
(yes that is my real name) 


We wanted to see if you were paying attention. 
Good job! Your wookie is in the mail. -ed 


Eat it up, yum 
I'd like to complement your magazine... do 
you know how hard it is to find good tasting, 
quality paper products? | do. And I’ve found my 
solution. Your magazine. It tastes great! 
Compared to other magazines, yours is a dish 
prepared by a master chef... mmm this is mak- 
ing me hungry. Can you sent me another issue? 
I'm HUNGRY HUNGRY HUNGRY... nevermind, | 
found a back issue, yum. 

Alexandrian Haydolt the Second 

Via Internet 


| am the founder of B.E.A.V.E.R. (Baking, Eating, 
Accreting, [and] Valuing Excellent Reused 
paper). | like the texture of your paper over any 
other magazine on the shelf. It has a rich taste 
with a hint of mint. | really enjoy the cover 
too—it tastes like chicken. 

Corey Hixenbaugh 

Via Internet 


Urine trouble 
You guys have gone too far. While watching 
Melrose Place and reading the Rebound section 
[CGS+ 101], | began to laugh so hard that | 
pissed my pants. Now I, Saturnino Garcia Jr., am 
of frail mind set and the inclusion of outra- 
geously funny material in your magazine is in 
violation of my 28" amendment right to 
watch Melrose Place without worry of pissing 
my pants. 
Normally | would not purchase your maga- 
zine, but because we had to sell 
them through our school so we can have a 
prom (and | can get out of class to set up for it), 
| was forced to pick your magazine out of a 
measly plethora of choices. To make up for this 
atrocity to mankind (specifically me), | 
request... no... DEMAND that you send me 
free games every day for the rest of my life. 
Please reply ASAP before | must contact my 
lawyer with a class-action lawsuit. 
Reader X 
(Name withheld for security reasons) 


If your name was withheld for security reasons, 
why did you list your name... oh never mind. 
Your wookie is in the mail. -ed 


WE’RE LISTENING 


Send all correspondence to 
editor@cdmag.com 
Letters may be edited for space considerations. 


COMPUTER GAMES 


You are THE MAN, the don, the 
boss. An entire city lays at your 
beck and call. It's your chance 

: to be a big fish in a big pond. 

| Start swimmin. 


® In-depth strategic planning 
and real-time tactical gameplay 


* Control every aspect of a 
1930's-era mob "family" 


*- Control a huge virtual world 
with over 5,000 citizens and 
400 gangsters 


| Multiplayer support for up 
| to four players via LAN, 
Internet, and EidosGames 
via mplayer.com 
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“GANGSTERS IS A NOVEL SPIN ON A TRIED-AND-TRUE GAMING FORMULA” 
— GAMECENTER.COM 


Expect a hit! ORGANIZED CRIME™ 
— |D © S A mobster sim. 
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